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SURVIVAL IS A NATURAL INSTINCT. 

SO IS CURIOSITY. 






Survival. Sure, it's a nice way to spend the day. But, it’s also pretty 


boring. The excitement is out on the edge. In the land of the 


great unknown. And all you need to get 


(Awl 9/1) 


there is a large dose of curiosity. But to assure a successful trip, 


it helps to have a few answers for the really tough questions. This is where Nintendo 


Power’ magazine comes in quite handy. For a mere eighteen bucks* and a quick call to 


1-800-255-3700, Nintendo Power can get you out of a 


jam and way beyond the high score. It’s full of info about stuff like new games. 


new strategies, and tricked-out fighting moves. Subscribe now and you’ll get a free 


Killer Instinct Player's Guide**, worth eleven stones, that tells 


you how to have even more fun with a bunch of sweet 


moves like double-hits, ultra combos, and combo finishers. More 


answers. More fun. More reasons than ever to send 


in this card. More. More. More. 


* Canadian residents pay $25 
** Kl Players Guide available September I 
Allow three weeiu for delivery 

















The world of 3-D 
video games has 
arrived! Nintendo 

Power has the 

* 

Insider Information 

~ «* * * 

on aU of the incredi¬ 
ble first releases for 

ft 

the Virtual Boy. 
Immerse yourself! 


conteit 


Iff you think you’ve got what it takes to 
be a hotshot video game programmer, 
«DigiPen is the pU<£ for you! Thepro- 

.chooi at* games, 

*nd Nintendo Power found them firstl 
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The RPO ol thc /fear is lifere! Epic Center’s 
first fourrrty into Chrono Trigg* 1 * bcgijinnow. 
but no one knows bow long it will list. 
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The wait is over! Mar*o'» . ^ 
back in a “prequel” dating bat* e»> his 
early childhood. Mr. Miyamoto has 
magic once again in this.ail-new a«h 
Take a sneak peekl 


■V&PFCI41 FFAT 


L 2 ” 
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1 - 206 - 885-7529 


Guang Jin Chen 
Brooklyn, NY 


(TDD 1-8Q042242B1 


U.S. 95 ctnts jKfrmmitt 


Carud* $1«25 per minute 


6 NINTENDO POWER 


DonktyK .o| C*ntGfr “fWwS, 
Ftnt-«yW. mui-inofW^ Ua-JUf 
Zelte; dink titfti ?«t,Mor*! Kjpbrt J 
yi^i«.ai;34rMan«Wo^ 
& urMitr^nvISupw^inch-Oiitf 

M*m* i*r ,'Djnh«yKon*L»iWkw 


^oyLar IThiU^of^.&iHrMtJO 

*oU2wi3#r]Z«JNItTN/ vtnlun 
if Lnk !MES) Alt*, lh« lit* itMujwnift* 
jwr *,V!rtutl Jov»rlth«fJUt4nWiaJI 
m*v ”1onq-ilstance,t afwtv**®* 1 . 1 " 
sura ' i att, «arete!oft him whoavar p*y* 
ihtWL 


cNnfiYOurrSirwc 
nNnmhtPaiifictima r M:mityUv 
S»Uu*y,* • wn.»17 Am. Sur.; ay 
fi mdr aNSp*nhh^tikin|raaf«anl*- 

^•canavriaMa. 


ToswjnupM TS 0 M 27 -B^«rf 12 ! 
V :access armKeywjr.'t NINTENDO 


WWWAimiNOO.COM 
e mM NmterMitWml«nBM«i 


our mail baes and hard disks are bulging with opinions on the _ 
new Nimendo Power Source on-line service. Here's lust a smaii sample 

off what we've received. 


T think that the new Nintendo 
Power on-line service RULES!!! 
There’s no limit to your coolness, 
The setup is really convenient and 
looks tasty. (No, I don’t want to eat 
it.) just curious, have you ever put a 
3-D picture in your magazine? I 
would love it if you’d have one in a 
f uture issue 

RACHEL PASSMORE 
MINNESOTA LAKE, MN 


Yourivish is our command, Rachel 
Put on the special specs that come with 
this issiu and be prepared for a 3-D 
assault this month! 


w hat do I think of the new 


Naomi Chiba 1 
Cincinnati, OH 


T love the new Nintendo Power 
on-line serv ice! It’s great! You 
can get wonderful game play 
infoi mat ion without even having 
to pick np the phone. Also, it s a 
gieat way to learn more about 
upcoming games and systems, 
which brings me to the NU 64 I 
l ead in The Making of Donkey 
Kong Country (Nintendo Power 
Volume 66) that DKC was made 
with help by Silicon Graphics, the 
same company that is helping to 
make the NU 64. So are DKC s 
graphics what we should be expect¬ 
ing from the NU 64, or is it only a 
taste and will it just get better? 

Randy Rebnck 

STEWART 5ALWIN Fort sm.tKAR 
PHOENIX, AZ 


online service? Well, it’s 
cool Only a few things annoy me. 
For example, you need to cover 
more of the Internet Not everyone 
gers AOL. You should mention and 
monitor some of the many 
Nintendo-related Usenet groups 
on the Net, especially since AOL 
costs a great deal of money. Other 
than that, it’s nice that you’ve joined 
us on the Net, however belatedly. 
But, like I said, it looks awesome I’d 
go there any day, 


MELISSA MARTIN 
WINNIPEG, MB 

Ryan Duel 
E. Hartford, CT 


















T think yon shouldn’t waste too 
much time on the on-line ser¬ 
vice because many fans don’t have 
computers. 

AARON ARK1NG 
OCEAN CITY, N 


T his area is great! 1 was hoping 
there would be a little inf o that 
hasn't been released elsewhere. I’m 
not too disappointed.Just give us 
the info as fast as possible when 
you can. As far as the artwork and 
case-of-use of this new site, 1 would 
say it’s be the nicest 1 have seen on 
AOL. Thanks from all Nintendo- 
heads. 

GARGANTUA 
AMERICA ONLINE 


T ’ve already been a subscriber 
since the first issue, and now 1 
can get my info daily instead of 
monthly. Than* NOA. 

ONDECK3559 
AMERICA ONLINE 


Ills IS COOL. 

TEERAY2 
AMERICA ONLINE 


w hi um 


Thu only thing thet would make this cos¬ 
tume worn by Alex Androski of Cincinnati , 
Ohio, even cooler is if it wire in e Pley It 


T he other day I put my 
Nintendo Power on my broth¬ 
er’s bed and went to lunch and 
when I came back my brother was 
reading it and when I asked him to 
give it back he refused and kept on 
reading! And then after a while he 
said, “How come you never told me 
that this magazine was so cool?* 
Then he wouldn’t even let me play 
my Super NES, NES or Game Boy! 
Fvc created a MONSTER! 

TIMOTHY PAGE 
MIDDLETON, MA 


10. Not So Final Fight 
9. Madden NFL Draft ‘95 
8. Immortal Kombat 
7. WWF Cooked 
6.N.B.A. Jelly 
S.StarSquirrel 


4. Michael Jordan Presents 
Minor League Baseball 
3.The Legend of Helga 
2. Super Mario Triplets 
I. Final Fantasy island 

SEAN BOLEY 
MIDDLEBURG, VA 


^ * • 

Do you have a favorite ntovte' 
that you'd like to be made Into 
a game? Or do you wish for a 
sequel too fayoHte game? 
Send u* your ideas for 
"dream games’? 

MNTf H»0 fOW* \ ^ 
FLAYER'! POLK 
MI. 30X 97033 
REDMOND, WA 90073-9733 


Thu Chrom Pspth 7 * Lens s uti¬ 
lized in the 3-D G! ssiss nclosed 
With this mac zin** ar licensed 
from md manufactur ed byCK30 
MATEK INC. in Alpburott* 
Georgia The gte 'q g? at 
enclosed only with 
•sub sc.iS’b/V v * r slit, of 

Mint ndoPtna- r. 
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DONKEY KONG COUNTRY 


FINAL FANTASY III 


3 


THTLEGEND OF ZELDAs the past 5 


CHRONO TRIGGER 



NEW 


SUPER METROID 


16 


OGRE BATTLE 


NEW 


SECRET OF MANA 



1 


19 


8 


DONKEY KONG COUNTRY^ kong quest NE W 


1 


KILLER INSTINCT 


10 


10 


NBA JAM TOURNAMENT EDI TION 


11 


DOOM 


NEW 


1 


12 


MORTAL KOMBAT II 


NOT RANKED 


10 


13 


MEGA MAN X2 




11 


14 


EARTHBOUND 


NOT RANKED 


15 


EARTHWORM JIM 


10 






m 4 


16 


SECRET OF EVERMORE 


14 


17 


FINAL FANTASY II 


13 


39 


18 


ILLUSION OF GAIA 


19 


NBA LIVE '95 


NOT RANKED 



KEN GRIFFEY JR. PRESENTS: MLB 




















































































































































































The Kids hits this one out of the pork 
with this super NES entry. Baseball buffs 
will lore the full rosier of option, top- 
notch artificial inTelljgdnre and excellent 
animation. -', 

Play serious footsies with T*HQ r s Super 
Came Boy title. Ch dose from 48 Infemo- 
ttonal teams/ vafy the flelrfdfarocterfs- 
flftondselert yeurOngle of view. 

Ther&*Mtof hfng IIthy about the eiieHaifl 
casting, luring and reeling action fit this 

Sopw HIS eirtiy I nib Hat-B. •* 

. —' , 

' 
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1. NINTENDO ULTRA 64 

2. KILLER INSTINCT (NU 64) 

3. MORTAL KOMBAT 3 

4. DONKEY KONG COUNTRY 2, 

5. VIRTUAL BOY 

6. DOOM 

7 . CRUIS'N USA (NU 64) 

8. SUPER GAME BOY 

9. FINAL FANTASY III 

10. YOSHI'S ISLAND: wh.mu.ow~ 


^n - 1 can* war wit* 1 

the NU 64 become* available in April of 
1996. They've alia given a thundering 
round of applause to Virtual Boy, com¬ 
ing to a star* near you this month, if you 
want your voico lo oe hoard, tend in the 
Pfayeri Poll cord at the back of this 
Issuel 


1 THE LEGEND OF ZELDA ££*** 


DONKEY KONG LAND 


METROID II RETURN OF SAMUS 


- } 

4 

DONKEY KONG 

7 

15 

■ ( 

5 

SUPER MARIO LAND 2 ggg** 

5 

34 

1 

6 j 

WARIOLAND- 8 05 S***" 

6 

14 

7 

TETRIS 

l 8 

35 

8 

KIRBY'S DREAM LAND 2 

4 

3 

9 

DR MARIO 

NOT RANKED 

37 

10 

MORTAL KOMBAT 11 

9 

8 



TOP 10 ADVENTURE GAMES 


i _ _i 

_L 


1 

THE LEGEND OF ZELDA 

SUPER NES 

AUG '92 

2 

SECRET OF MANA 

SUPS? NES 

OCT '93 

3 

SUPER METROID 

SUPER NES 

APR. '94 

4 

ILLUSION OF GAIA 

SUPER NES 

SEPT '94 

5 

SOUL BLAZER 

SUPER NES 

AUG '92 

6 

METROID II RETURN Of SAMUS 

GAME BOY 

NOV '91 

7 

SECRET OF EVERMORE 

SUPER NES 

SEPT '95 

8 

JURASSIC PARK 

SUPER NES 

NOV '93 

9 

THE LEGEND OF ZELDA link s /waklning GAME BOY 

AUG '93 

10 

ADDAMS FAMILY VALUES 

- 

SUPER NES 

-i 

FEB '95 


Hey fans, take a look 
sports! ,• 


at three all-time great games dedicated to summer 


KEN GRIFFEY JR. 
PRESENTS? 
MAJOR LEAGUE 
BASEBALL 

FIFA 

INTERNATIONAL 

SOCCER 

BASSIN'S BLACK 
BASS WITH 
HANK PARKER 














































































Virtual Bo 

To a New 


is the Ooor 
of Games 


HI QnUEQnl 


VIDEO GAMS 


Nmtonnn'c V/irf* «j» 1 Rnu 


A The resolution or sharpness 
of the images is three times 
better than it would be if blue 
and green LED arrays had been 
included. The system also would 
cost three times as much. 


K> 


v It’s in your 

face. It's in you 
eyes. It’s in your blood. 
Virtual Boy arrives in the 
United States this month 
and with it comes a new, 
3-D immersive experi¬ 
ence like nothing you've 
ever seen or felt before. 
This special Virtual Boy 
section of Power covers 
the first Virtual Boy 
games and answers your 
questions about this radi¬ 
cal new technology. 


NINTENDO POWER 


A Virtual Boy uses two RTI 
mirror-scanning LED arrays 
to create a stereoscopic, 3-D envi¬ 
ronment. Just as in real life, each 
eye sees the image from a slightly 
different angle, which is what 
makes things look closer or far¬ 
ther away. 












TRY IT BEFORE 
YOU BUY IT 

Virtual Boy must be experi¬ 
enced to be believed. As 
great as the 3-D Images are 
In this iss ue of Power, they 
.£^MtfJBst5ce to the reality 
•^^▼frtualBoy. To show peo¬ 
ple what it's all about. 


Nintendo has teamed up 
with ''' >ustcr Video 

and to offer prizes, 
savings, and best-of-all—a 
taste of Virtual Boy’s amaz 


ment before you buy. From 
August through December, 

you can pent a Virtu?" 


from any of the 3000 
Blockbuster outlets In the 
U.S. You’ll get two games 
for two nights, plus a coupon 
good for $ 10 off on the pur¬ 
chase of a Virtual Boy. In 
addition, NBC will run a 
sweepstakes through 
September with over 
$200,000 in prizes Including 
Virtual Boys and Game 
paks. You can also win fanta¬ 
sy trips to the sets of top 
fBfl ! shows such as Seinfeld, 
^rasler, and The Fresh 
Piliice of BelAir. 


How muon 
will be ava 
for Virtual 


launches with 


A The unitB 
batteries.™ 
to an outlet usi 
AC adaptor. 
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Nintendo 

only gameMPH 
developing exception 
al software for the 


Third par tyJ^iblishers 
WJSpanandthe 
United States have 
been burning the 
midnight oil to bring 
you more in-your-face 
games. For most of 
these games* these arc 
the first photos ever 
fftown. As alway^^^ 
lookjg^tflritendo 
Power to review the 
games oncethey're 
complete. 


Kemco’s Virtual League 
Baseball recreates the natioo’s 
favorite pastime in S-D. While, 
batting or pi 


es in close 
plate. Ooce the ball 
is hit, the perspective pans back to 
a wide aogle yiew so you cao see 
and maneuver your outfielders. 
VfcBsnould be ready for release 
sometime io October. Tfcj 
Japanese versioo shown beoWVll 
have modified characters. Wr 


Hudson Soft’s 3-D puzzle 
a page from tl^uTetris 


drlws player; 
lo a new visual 
ptperieoce witf 
three dimension 
al objects. Al 
though easy l< 
learo, _ Paw 
Bomber is diai 
cult to leave. J 
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1 ami is 


CJ;£ ( 



L ^v' 


































T’$ IN VOUB FACE 

Ocean 

Waterwarld 


(Tentative title] 


Ocean designed Waterworld for an 
arcade experience. The action hegins 
immediately as you pilot a trimaran 
ship in a sea infested with evil jet 
skiers. A new game engine yields awe¬ 
some speeds and 3-D graphics. As yoo 
progress, more jet skiers race into the 
picture and try to steal the helpless 
Atollers whom you must protect. 


djack 

homes 


Hud a* n’s sec «»d 
Virtual Boygatne 
falls into the space 
shooter genre. Th e | 
Vertical Force space 
ship flics vertically 
through stages 
filled with eoemies. 

A second level of 
action takes place 
below the main lev¬ 
el, so in effect you 
have to he aware of 
two planes of action at 
onetime. 








H L 
























bledon was 

is! The first s 


game lor int iiui 
home all the nonsto^Jj^i 
out the sweaty socks. 


uazzlin 


Lea lob or asm 
and spin on the 


/ / ■ The manual that accom 

/ f game is full of tips and ts 

/ /■' ■ need them, because str» 

1 1 ** important on this court! 

_ . . player from seven aU-roc 

Birds and ba, ‘°“ n ? JKJ ffisS(53* GmMariokeepupwithDt 

You'd better beep your eye on j r * g amashes?Can the fledftfoote 


es tne last. 

You’ll »*>r« 


al racquet and hit the 


The pluckiest plumber from Brooh lyn 
is e good all- eroond player. With hie aver¬ 
age spaed end racquet contact aree, be 
prefers to ploy theoeselioe bet will charge the 
eet from time to 
time. 


Each player has individual 
strengths and weaknesses. 
Learn them well, or you’ll 
spend your time watching 


EfiSY HORIML BJHEB 
fSTCa 


hoo when the 


omt an 
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UIRTURL BOV SPECIAL 


EXCLUSIUE REU1EUJ! 




rear head-on play* choose 
ea mode. Doubles mode 


In Touma-ment 

mode, Mario’s 


and practice both your 


UMPIRE 

^ _ * 

The Lakitu floats in a doud 

oyer the court. Besides 


rerstocnange service 
tefls them which end of 


After e match is aver, the plsvers go 
the net to exchange coogrataiations. 


After every match, Mario's 
Tennis provides a numerical 

rundown on how the players 

AiA 

UJU» 


rile Lakiiu m 
tha Umpires 
chair kaaps 


Swapping hit plunfar f >r a racguat, 

Luigi turn* out to bn a natural tannis playor. 
With skills much lika his brathar's, ht pratars to 
play Irani tha basalina. Thanks to superior s pa*5 
tnoi gh, ha will *- 

charga tha nat 
mare often l v vhl 


tha Pnncass turns kit# a tough campatitar 
anca play hag ins. It's asptciatty hard trgat any- 
thinf past twr. Though slow tf foot sba makas gaatl 

utttfharlargarac- ,_ r ,_— 

Suet contact area f 111 

Ml / l \ 

wcawtas 
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Yoahi and Toed like topis; clows 

' to the net, while the Princess, 
hoopeandDoafcejrKonth'.pre- 
f«r to hug the beselineTMaric 
I and Luigiliketo vary their ter*- 
| tics. They usually Wty beck but 
will charge the het when the 


Sore* to the 
Mlt J«4«, I*PI- 
ciilly Bfainsf 
ibw rivals. 
Thav’ll havtil 
bar •- tima jtl- 

timt tt retur* 


Use your B Button to launch a lob orar 
theheadof aplayer wboconiesuptDthe 
net All players 
have good shot 

placement, so _- fl $. 


too much 


rnWhctieneTcsagrel to put 


This quick playsrtnakaian excellent 
dauMes partner. especially when hs plays 
th« mi. Htnae a aim racsmat contact waa 
can't hit vary har i It s tawJi lo gat a hall paal 
him, thaugti. - - - 

teca achaean f 


Tha quickest andir>st impetuous 
pleyer, Yeshi lavas to charge tha nat 
Ch ick cot his big arm whan ha scaras on aa 
overhead smash? Rn waver, the small contact 
arts ef his racquet ,e A - 


Jeavss him wh 
■arahla ta 
daftly 
placed 
vaRayS 


a at tough 
icts. 


NINTENDO FOWE 


•» VV* S — » PS ^ 1 i m ▼ —^ w 

1 1 



4 


























EKCLUSIUE REUIEIU! 


UIRTURL BOV SPECIRL 


How would you fifce to partner with a princess, a tortoise or a 
phnnbcTfrom Brot^iyn? In Doubte*modc,youget to pick your 
player, your partner and your two rivals. Because the doubles 
court is wider than the singles court, you’ll have to guard the 


Your partner will work with you to 
cover as much ground as possible. 

If you move left, your 
f | j partner will move ngh& 
J ~fw .' andif you move back, 
your partner will move 


You’ll often find yourself up close 
and txrsonal with vour rival mavinK 


This tenacious tortoise covers the 
basal ine Rke a tent Showing greet Istarel 
movement, he will frequently lunge at shots *t« 
of his resell Wily rivals know P*r have to force 
him to come to the - 


Big. alow and e winging the emallest 
racquet on the court, Donkey Kong Jr has 
ailed many an unwary opponent into ovarconfi- 
denca. When he makes contact % < ugh, the ball 
takes off like a . ^ - 

rocket i 
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When plnboll meets outer space/it's bound ta tokejpn same 
iufti»<La iid mil d features^,} ike any you'veseenbefare.rf he four 
ta b I er! if evb^TTa f f e r up all sorts of bells Sl whistles, 

with unusual, 3-D play and special, hidden bonus games. And 

yes, you can tilt In outer space. 


We’ve written plenty shout 
Virtual Boy’s graphics, hut 
the souod is also fully dimeo- 
siooal. From the title screeo 
on, you’ll koow that you’re in 
for a unique play experience. 
Begio by selecting any ooe of 
the four games. 


When you post ao impressive 
score, you can see how you stack 
up agaiost other hotsbots. 
Challenge your frieods to a high- 
score duel., - - 


galactic good 
time. Scroll 
through the 
choices, thee 
select the table 
thotyou wantto 
etert with. 


pmm l 


So you flunk you're hot eluf f. Go for your best 
score and compare it to the list of wmnors. 



| M a i 

1 # jt ' / I 1 

r« '|j 

d cST* j l 

1 H |Tc« 
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SiTinTHBiTi R* .TSTIYI 


EKCLUSIUE REUIEUJ! 


STAGE 

3ELECT 


Galactic Pinhall is set in the mysterious depths of the 
Milky Way,hut it’s more than just a space shoot-em- up 
onpinball tables. Of course, the object is to post the high¬ 
est scores pocsihle on each of the tables, hut yon can also 
discosAdiidfcn gathesby accomplishing different feats. 
It’s ;a twist: games within games. * 


Shoot the puck into the Alien 
Hall to make an Alien head 
appear in the center of the 
table. Keep hitting the head to 
earn a shot at the Alien Bonus— 
and possibly a jackpot. Knock 
down the targets to see another 
bonus game, the Alien Ring. 


WhH the Alio# Ring amors, 
■hoot the puck through it to 
win trig paints. 


It’s pinball Space Invaders! Cosmic’s bonus game will have yon 
firing away at falling, enemy space ships and racking up 

' - " *”** " . I hit you, and score massive 

I ' ‘-'f'"'' I bon us points in the process. 


The bonus action starts ear¬ 
ly in the UFO stage. Try to 
destroy the Alien before it 
rises hy shooting the puck 

f. _ into one of the 

— ... open side pockets. 

k it’s a tricky shot, 
and you’ll have 
only ten seconds 

B to accomplish the 
task before the 
ship fires its burn¬ 
ers and takes of f. 


The timer ticks 
dmvt quickly 
whoa you first 
start die staae. H 
you can't lend 
your puck in the 
side pockets in 
ten seconds, the 
openings clone up. 


A*** 


Vikas! You'rt in lor a cosmic ehal- 
Isnge when the enemies launch an 


A bonus game in the Colony stage lets yon 
practice your marksmanship. When you 
get the bonus, astream of stars will circle 
around on the table. Your score will 
depend on how many of them you can 
shoot down before they disappear. 


When you soo atara, don't 
panic—you havon't taken 
o loft hook on the chin. 
This ia your chanco to 
aeon swno bonus points. 
Shoot thorn down wrao 
you have the chance. 


VOLUME 75 V? 









ggew! 

nWeN 


fMjiS 


SlfSt lMfRl€ SiCHUIt 


Wicked aliens * ntaftlll *>*r 
goal In this stage is to,ge 
Before you can tak$ tficil 
them appear. Then; 
if you’re £»■* •• lit ||MM| 


ataxy, and your 
destroy them. 
a4ave to make 


If ysti shsst ths pack arts tha 


If youltti the hBnf-ni-reach 
Bonus Hall on the upper 
laft. you’ll aaoro a quick 
30,000 points. Coot 


Snoot the pui 
Target Hall 0 
letter. When 
tarn half am 


u the right tepiak ego 

jfOUGpoll Alton, yiHi II j 


The Colony, which is floating aimlessly m outer-space, 
, sometimes collides with asteroid fields. In the honus 
P game, you’ll has* a chance to protect the Colony by shoot¬ 
ing the asteroids down before they can do any damage. 


There ara several oaea targets at UM 
formation group. If yeushoetthe I 
puck into a target while theamtm 
m front of it era fleshing you'll ten bonus pom 
points you earn depends ou ths torgaiyou mt 


ANttSKEM 

fi'jWM 
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EXCLUSIUE REUIELU! 


UIRTUAl BOV SPECIRL 


you veoture iota the Milky Way. Your puck will 
then unlock the mysteries of the galaxy as you 
drop targets, discover hiddeo bonuses and rack 


Drop targets te increase 
the loflgtn af the wars tans, 
ihsnahnat the Hick mrau|l 
it Yaa'II earn 20,800 points 
the first time, but much 
more for additional tripe 


It'S difficult t# land 
the pock mshfatha 
Planet Halt, hot whan 
you da. you aam lota 
af points. H you enter 
the hall enough titnaa, 
you'll raach a special 


Of*course there are UFO’s in outer space, and io this stage, you’ll coo 
trOl them from remote locations. Using the UFO’s, you’ll battle an evi 
skeletoo as you attempt to claim tbe jackpot as your owo. Beglo bj 
blasting the massive ship. 


Makt the skaleten appear 
than sheet the puck mte its 
neuth far a Gael milliM. 


Main d» aliens ahert their Knet off. H yca'ra able to 
sheet the puck inte aneaf the side packets bafara the 
ship lif e eff.yaeldaatray the ship. 


Whan the ship appears, it wdl 
chase the puck. If you catch it ar 
make a stir appear, y au'll scare 
80 , 00 ) paiats. 
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gy, known as telerobotics, and it isn’t used for Work alone, in 
an effort to bring telerobotics more widespread appeal, scien¬ 
tists have organized a worldwide, robotic boxing tournament. 

The new sport, 
"T.' duhbed teleroboxing, 

■ MM B flPM what it>8 *m 

j ahou^-seize 

• I Boy controller 

|b b 1 * nter t | ie 

■ I future. I 


takos you right into ttwfijjM! 
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Pag* to is tin* f irst and e.isieM 
robotic opponent \<»u 
, ncountcr in Tclri oboxei. 
He's i mimretl to h;r\v .1 crystal 

m 

jaw—von ]iisi need loshuttei it 
wuli pci feet timing Nail him 
in the head with a Machine 
Gun hook 01 .1 Mac him* Gun 
Pune li One e von master this 
routine. have Pagero’s 
scusm s seeing sialic in less 
than hi teen seconds. 


Spokong packs a poivei f nl 
punch—don't let him i mg vom 
bell lor good Sin vi\al depends 
on landing pmw heswith liming 
and act matv. Waini up with a 
sei les ol blow s to Spokongs 
head As his health gauge is 
depleted, the lobot lowei s his 
head below the belt IKe your 
both bl< ms to bourn eSpokongs 
head bat k up wheir it belongs— 
in uppet 11u territory 


EHCLUSIUE 


UIRTUHL BOY SPECIRL 


Pound Pagerot 
head until he hits 
die met. This roboi 
will ho reedy tor 
the screptieopin 
no time! , j 












































Dorihey iscontrolii d by .1 U i 
low robot, Dl 1 1. Tins hii< krt of 
bolt’s cast iron bells nukes 
him immune to low body 
blows,hm lie kicks iIk pci iph- 
cral visum to dodge lefl and 
right hooks Watch out when 
he blows Ins lop’ I’nload a 
quick sri ies n[ hooks to the 
head be 1 01 e tins automated 
cork si j rw mi 11 s vimr lniernai 

4 

wiring mid spaghetti’ 


Picky, Bomkun's mvstei urns 
alien pi ogramniet, can i si.incl 
losing a telci oboxing match. 
Picky designed Bomkim to make 
sure he wouldn't H von don’t 
del eat Bomkim in one minute, 
the 1 adioac live lobot will self* 
desimet Keep moving until 
Boiuknn begins Ins final count¬ 
down to desti ik turn Use your 
Madunc-f.un Hook to snuff out 
the t adioactive i obot's short fuse. 


Prin was designed by the top 
female engineers in Fi a nee 
Prin’s o\\ nei, C hei i. is 
rumoicd to have made some 
secret modi In alums to the 
robot Why does (,heri keep 
giggling' 1 Mavbe you’re the 
butt ol a bad joke’ Swing high 
and a'md the glare of Pi in’s 
evil r\c' Keep landing punch¬ 
es until tins dancing robot is 
t edn t ed l< 1 a pile of spare parts. 


Bomkunhns an 
explosive eecrnt 
he e dying to sher 
with you. Cnnyo* 
etop the count- 


Duft let t'rm slap 
you around! A few 
jebs in the face 
sends this rebet 
beck fc France. 


Picky, Bomkun's mvstei ions 
alun pi og ram met, can i stand 
losing a teleioboxing matc h. 
Picky designed Bomkim to make 
sure he wouldn't H von don’t 
del eat Bomkim in one minute, 
the 1 atlioac live lobot will self* 
desimet Keep moving until 
Bomkim begins Ins final count¬ 
down to clesti ik non Use your 
Madunc-f.un Hook to snuff out 
the t adioactive i obot’s short fuse. 


Prin was designed by the top 
female engineers in Fi a nee 
Prin’s o\\ nei. C hei i. is 
rumoicd to have made some 
secret modilnations to the 
robot Why does (,heri keep 
giggling' 1 Mavbe you’re the 
butt ol a bad joke’ Swing high 
and at old the glare of Pi in’s 
evil e\e' Keep landing punch¬ 
es until tins dancing robot is 
t edn t ed l< 1 a pile of spare parts. 


Bomkunhns an 
explosive eecrnt 
be e dying to sher 
with you. Cnnyo 1 
etop the count- 


Dwi't let i-rin slip 
yeu around! A few 
jets m the face 
sends this robet 
keck ft France. 
















































































Ikanger is <i m<( ham/< d ? > 

p3.1l from clow 11 uiidci l h w is 
designed and pmgi mnmd In .1 
niiie-\eai-old ben i>< inns I hr 
loboi c.111 icsjii Mill* mi rl ]oevio 
infill 1 double d.iMMgi Ik.ingei 
compound \oin\iih lorn dillei- 
cni glo\ * s 1 hr 1 ohol is pi o- 
gi.iniiTu d to piot< c t little ]ory 
(low 11 nuclei Does tins lc<i\e a 
wr.ikspot up high'-* Take,i swing 
10 line! Min' 


Centuries of m.ntial .11 is skills 
are programmed into I ukik.ige. 
the ultimate telciohovri 1 10111 
Japan Hr is equipped with tin 
latest in limpi in i< 1 o< I up tedi- 
nolog\ hinnnrl ili< lohoi until 
he vanishes into ihe ingliu and 
a\oul the no owing stars mat 
whistle low .ud \on in the daik- 
ness I* sou u quick,von can 
hint t iIh m with sour glove. \ 
lin k\ delict non might smke 
1 1 linkage* 




UIRTURL BOV SPECIAL 


Don't be deceived 
by Toklkoge’s illu¬ 
sions Listen ead 
block kis whistling 
throwing iters. 


Arc you ready to wear teierobox- 
iog’a golden championship belt? 
Boxing** oddsmakers are betting 
against you. Challengers with unde¬ 
feated records ore allowed to fight 
the Legendary Champ. Who’s the 
diabolical genius controlling this 
fiendish feline? Save your perfect 
vicories, then win the title and find 


worn List 


Watch out tur tfto sharp riowsw 
thisfiarcsfaliiw. Drawing yn* 
pard rsducss your robot to a 
matching post! 


Wist out aMol your opponoRts 
while maintaining a perfect record 
to ravaal Ihs mystsry behind the 
Legendary Champ. 







































red 3-Duvith Mario 
pitching shells In 


Maria begins an o rapt 
the center of the rooir 
Swing to fece thefros 
beck, then jemp to flu 
middle pletform. 


Use * *■* u o. Stamp them 

end throw them It ypu lose the koope shall, 
«■> therkoope will ® *» sr. 


Bros, arcade game, hut it plays 
like a frantic round of homhard- 
meot. Every stage features an 
army of koopas and other foes 
marchiog releotlessly across 
platforms apd through pipes. 
Mario’s mission is to koock 
them of f—from the froot, hack, 
or side. You have to thiok and 
act lo three dimdgstoos. It’s a 
|*ti-» it elifeh> If;, 
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EXCLUSIUE REUIEID! 


Spike tumbles off 
the ledge when 

! oe tut it from the 
rent, back or 


nnect- 

ifyou 


This Spike in the background erects* 
for Merio whenke throws the koopa shell. 


Mono scores points by knocking off 
his enemies. If you hit two or more 
foes at once, yce'll double or triple 
yoer score. 


l mm 

sHturti 


Thorny, the koopa with a black 
sheil and three spikes sticking out 
of his hack. Obviously, If youtry 
tostomp this guy, you’ll end up 
w ith aflat. You can’t knocktbis lit' 
tie tank off the ledge froml^s 
front or back, cither. Instead, you 
must throw a koopa shell at him 
from theside. 'That meant that you 
have to throw the shell into the 
screen from the foreground or out 


• rape I 
sroom. 
lie front c 
tethe 


You'll have te hit tiwanne 
koopa twice from theside 


Merio cen chuck e koopa shell from the 
background to the foreground or vice versa 
to strike enemies in die side. 


Thoroy twice to knock hi* 
off the ledge.the back 
ground. Not ooly that, yoi 
have to hit Thornylwice t 
knock him off the ledgc^ 
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* 4 • io’; b chance to ah » off his sharp 
to. skills. Four Thornies are m a rch i n g 
together, pressed ihell-to-shelL A pre- 
tuss can stop two Thornies at ooce and 
confusion in the remalolog two 
iies.>ince time Is of the essence, try to 
/■* pa shell immediately, drop down 
• wr r 4** el aod plug the Thorny’foe 
•g jh ' ou’ll enter the Bonus* tage 

«.«.oinjp*k»t fly o--‘ of the background 1 


fU o musdhne up the shot per 
i«ctfy in strike the moving 
Thorny it this distance. Yea have 
teaoiKipate its position. 


»me. Just before 
ere Mario tries to 
I cM-nt heights. 


Watch out! It you 
miss this shot, ths 
Thorny will have a 
shat at Mario whan 
he popsjhit af tha 
pipe to Wario’a right 


Para-Goombaa 
mova predictably 
in haps and jumps. 
Aniicipata whets 
a Para-Goomha 


Parar* -oom* as and Thornies gang up on tbr 
ledg> '<J »-*•' enemies all move sepa¬ 

rate!-*.' i nt have to keep a watch out wheo 
you’re t -not otrating oo one target. Try to 
double «b »*"»» sfe.- tingpower 
hy stopping a Para-Goomha With P** 
the first shot and waiting until a I 
secood P-G or Thorny comes up 1-r 
to it before throwing the secood I 
shell. The first foe acts as a road- T*^?|jpi 
block and, as you fioish it off, the 1 
secood eoem y also gets stunned. 1 
As in all stages, if arunpipg mush- I 
room appears, grab it*o, activate l 
Fever Time—a period durlog ! 
which you’ll receive double | 
poiots. Goad shot, 


Timing is svarythina whan you threw 
in 3- D. Toss tha shall too aarly and it 
passes beneath the Para-Gaomba. 
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Your momentum can carry 
you straight into enemas or 
obstacles like a fire clou® or 


H*» way f t p wnO ' S ftt 
eo bard on one target 
tint you don't e*ee see 
the enemy that sonsks 
up on you from another 


UIRTUAL BOV SPECIAL 

STRGB 8 8 

Mono will elide 

.. / j^KSS/X 

e second tc e stage a»W^ , oat ie the ice 

„„ r. „1 A. flfBflolikesfttfli 


include sever*! Thofri 

nbaslll 

those in Stage 7*hut the 
chance of stippfnjg op ! ~ 
murh higher. After mlrli: 
through this stage, the sec 
ond Bonus Chance appears. 

This time you’ll have 20 
coins tocatcb. Catchin 
coins adds to yo ur tota 

score. If Mario snags all the if you wait too Ions in one place, eolcWe will fwm 
coins, you’ll earn a 1-Up. eboue you and fall oaMaHo‘e head. _ *1 
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Baby ;Mario will be 
dwarf ed.By wine of the 

The FX2 
ctripthake^ hqge enemic, 
possiWt'—watph' for mon- 
do jnout5>slut-kio a in the 

aired 


l;va,aftd f t>eprep 

iVbames Wtthbd 


SUPER MARIO BROS. 
FA NS, PREPARE TO CELEBRATE! MR. 


MIYAMOTO AND 


TEAM HA VE 


WORKED THEIR MAGIC ONCE AGAIN, JUST IN TIME 
HE I0TH ANNIVERSARY OF THE ORIS INAL SUPER 
MARIO BROS. FOR THE NES. THEY'VE CREATED AN ALL- 
NEW ADVENTURE FOR MARIO AND YOSHI THAT BREAKS 
NEW GROUND IN MORE WAYS THAN ONE, IT'S NOT ONLY 
THE MOST TECHNOLOGICALLY ADVANCED SUPER MARIO 
GAME EVER -IT USES THE SUPER FF CHIP TO CREATE 
AMAZING SCALING EFFECTS AND THE MOST GIGANTIC 
ENEMIES YOU'VE EVER SEEN-IT'S A TREAT TO BEHOLD, 
WITH A BRIGHT, LIVELY STYLE OF ANIMATION AND MORE 
THAN 60 LEVELS. THE 16-MEG WORK-IN-PROGRESS HAS 
MORE ACTION PACKED IN THAN YOU CAN SHAKE A 

PLUNGER AT, 


a * 
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MOPCIO! 


for fans of # t;fre*>riginal 
Super NES adventure^ th£rc 
are (arches f ram Super 
Mario'WorJd^Mtch as'B.ou 
Buddies and P-S^itcheK— 


here and there: 


Its *rt always easy- oven foe Yoshi—to 
avoid islaad pitfalls. 


Yoshi s Islaad is e com¬ 
plex maze packed with all 
sorts ol stages. Is the most 
difficult levels, you'll Had 
one or more midpoint 
goals in addition to the 


* 
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when the Siam screws wmmpSBmiMwrMM ms mmr mm, 

HEimsmmisim m rm nisimm destination. the mv news is 
that he lands in m midst of rienw faces mm NEW: mm oe the 

ISIANVSINHABITANTS ARENT SO SLAV TO SEE HIM. 


^ r 


m 


Befoi r Ins amirs m the Miishtooni Kingdom. boloi r Ins 
(.minus i i\<ili v wilh Bowser, hoi ore Punt ess Tnatlsiool tan 
even got hoi self into a pirkleioi iheinst time, bain Mai in lands 
smaf h in die middle of Double tin A osIn's Island. And nlion 
Mai it> I intis trouble, ads ent me ensues. In I at l, son might sat 
that Mai loeul Ins teeth on ads Hum e 

I iitkih loi him,he’sniiniecliatehsiinoimdtdin Voshiswho 
detide 10 team up to leiinii him to the Mnslnooni kingdom, 
and that's when the ads online begins. Allhongh the lulls tan I 
toll the Voshis svheio ho was supposed to land, ho has null him 
I he slot k’s map. ninth pinpoints the place when-lie should 
have boon chopped Sint o lie is, ol tom so, loo soling to stalk, 
he’ll I ideon iho Voslns baths and ss ill lie passed 1 10111 one to die 
next as he is 1 etui tied to Ills 1 lghi f til home And on \ osIn s 
Island, no ti ip is e\ ei east 
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Ont wrprfcfni 
tnamy smtrf as 

fnm 1 flowar pat! 
How in Jib world 
can shaky fight a 
ahacl this tiza? 
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*? 7w Yoshl’. Island hiua^le all ils®«t4 The 

graphic. vary from aryd'to area, but many lev¬ 
els hraye a unique, hand-sketched look that 
screahts f un. The cartoon-like animatioo has u* 
hilarious detailfWheo Yoshl ducks, Mario puljjr 
his hat down over his eyes and follows suit* Arid 
whco Yoshl finds special Power-Ups, he 
.rporpjbs into differeot objects. Including a 
LC-^y^pter and^iuhmarine. 


Yoshl and friends 
com© to life in a 
rigJi array of bright 
graphics and super 
©Kpressivc amma- 

Vv.V 


irs hard ro believe, but toshis island is moot mario ms 

80RN WITHOUT A MUSTACHE! HI HAS HIS MARIO HAT ON, SUTTHAT’S 
HIS ONLY PIECE Of FAMILIAR CLOTHING IN THIS ADVENTURE AND A 
QUICK LOOK AROUND MAKES IT CLEAR THA T HE'S ON NEW TURF. 

Mario takes a back seat-hterallv-to Yoshl in this new "prcqnel" Yoshl 
takes control, and Mario'sjust along for the ride (He is just a new born, after 
all') And besides, this is Yoshl s home turf—he’s supposed to know his wav 
around When it comes to fighting giant Piranha Plants and picking the 
right paths m complex mazes, Yoshi's m charge 
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nd< fceabtc tojS&Vbuftbe has *he4€hy s jt 
thv yjMhi^errfi'opMaJcjmf he'lUtsirf to wail at 
<Vthe tpp of hi* lupgs,attd he w'on’tpftrft up until 

catch hint. If th -y do I'tcatch thef tying bsbyintftne, V 
. band of wicked magicians will snatch hfatalMapiy can 
* fly solo safelyj dnly.wiien 

ft’s Caped Kid) WhenMaritfTinds a 
star, hell odkcap'e Ihat lets him 
run up tW Wall. 


Inibtile; ctying hr* *¥«.Mit.Yo>lt» ba*td 
act last to ctUeMHm, - '. • 


The game keeps track 
of Divers’ stats for 


* sraR ■iW'^Wfcw. 

o cow.y/2o* s*w 

& «.<*£*.0/S - C-.K 

~ ~?ow poiht.'3?«>. 

HIGH SCiC£.3?«. 


eX$Will have a chance to 
try one of severalbonusP 
challenges in whtdh 
they can win 1-Ups and 
other Power-Ups or 


*FOR COMPETE MAPS^ 
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If you're a fan of Street Fighter II- and who isn't 
you've gotta love it: Nintendo is bringing Capcoms 
classic to Game Boy. Starting 
in September you’ll be able to 
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take it on the road. While most of the moves are the same 
as they are in the various Super NES versions, the timing is 
very different so it will take practice before you can put 
together combos with any confidence. The impressive 
features of this game show up when you plug it into a 
Super Game Boy. bach of the stage backgrounds is 
enhanced by matching borders , giving you a full¬ 
screen look with a smaller play field. The two- 
player game also works with the Super Game Boy 
so you II need only one Game Pak to challenge your 
friends. 
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STREET 
FIGHTER E 


SURVIVAL MODE 


VERSUS MODE 


NORMAL MODE 


The Sui vival mode is si 
10 the Normal game 
you get only - 

om r.ha net 
lo beat each 
opponent. Lg ffl k 
If you lose, J 1 ''■p £ fv 3 

* A - 1 . 

you re out! bHMHMBI 


In the Vei sus mode yon can chaT 
lenge your friends to a match. If 
you have a Supei Game Boy, you 
can play wuhoneGame Pak 


The Normal mode allows you to 
take on the computer controlled 

fighters in 

vnur (jin 

i in 

P# P 1>wi H <Iimpmi i 

tonsil 

hi M, SO IH WJ11 ' 


Uh-ll" WJ'HJ 


It will take quick 
reflexes to win the 
Survival Mode tour 
n3menr 


If you lose twice to 
Ihe same fighter, 
you’re oul of the 
Tournament 


You’ll need two Fk -* 

Game Paks and two r / 

Game Boys to play 

the Versus mode without e Super Game Bay 


One of the quesnons that most Street Fighter fans (including this one) 
will ask vs how you play as M Bison. As fai as we know, you can't, but 
you'll face him when you enter the tournament! If you really want 
iobeat him, you’ll need to be patient and ' \. 

block his attacks until you see an open* ^ 
ing. If you do manage to get a blow to It 

ct, keep attacking him. If he J jL 


count 

gets back up, you’re finished 


SURVIVAL MODE 


If you choose to play the Survival mode, 
M Bison may appear at any time. You 
may face him in the first round,but you 
may not sec him until the last! He is 
much easier to beat m the Survival 
mode, but you’ll get only one chance. 


M Bison is easier to 
beat in the Survival 
mode lhanhe is in the 
Normal game 


NORMAL MODE 


M. Bison appears only at the W 
end of the of the game when ■ 
you play the Normal mode, v 
He's lough to beat, so you’d bet¬ 
ter be ready—after all, he is the 
Iasi boss m the game! 


ff you bust M Bison this time, you’ll 
be tho new champion Good Luck) 
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AS GUILE I 


enemies 


your way 


V n AS CHIIIS! II 


Chun Li's attacks are not as 
strong as some of the other 
fighters 1 , but her speed helps 
* make up for her shortcom¬ 
ings. Jump at your enemy, 
hit him, then jump away. 


When someone comas dt you 
with an air attack, strike back 
with the Whirlwind Kick. 


«OHFS 


Wfi Hold Down, then press Up and a Kick to start her 
, j Whirlwind Kick. As she is moving across the 
^screen, repeatedly press the Kick button. When 
f Chun Li fends, shell immediately hit her opponent 
with a Lightning Rick. 


Chun Li can be tough for 
slowei characters to beat, so 
continue to block her 
attacks and try to work her 
into the corner If you suc¬ 
ceed, you'll be able to finish 
her quickly before she can 
escape and really ruin your 
day. 


Watch out for Chun U's Firabalh It flies 
fast and is hard to avoid 


Hit Back, Down, Forward and a Punch to.throw a FirelialL 


If you want to avoid damage, 
dodge Guile s attack by duck 
mg rather than jumping 


at bay 

by using your Sonic Boom 
and Backhand Punches. If 
enemies get too close, use 
the Flash Kick to knock 
them back. The Flash Kick is 
also a good defense against 
many of the special attacks 


GuiIp is quick, so use his speed to your 
advantage 


AGAINST Gl/ttF 


Guile likes to hit you with his Jkmic 
Boom then follow it up with a\»ec- 
ond attack. Your best defensefc t 
block, rather than jump, the’^Boo 
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Guile is a good character to 
use if you want to hit your 
opponent with a quick 
combo. Hold Back for twp 
seconds; then press 
Forward and a Punch to 
throw the Sonic Boom, 
When it hits, jump in, hold 
Down, then press Up and a 
Kick for the Flash Kick. 







































































































STREET 
FIGHTER H 


Ken’s fighting style is 
similar to Ryu'-S but he 

tends tube a little strongei andalmleslowei.lt von 
«. are having trouble beating your enemies, try 
k; kn owing Fireballs, and Try gett)ng m close t0 your 
fm when they jump over opponent ihen smacking 
f them, hit them with tile them with s Dragon Punch 

Dragon Punch. 


MOVES 


' Because both Ken and I 
Ryu studied under the M 
same master, they have M 
similar speaal moves. Use ^ 
the Hurr icane Kick in com¬ 
bination with the Dragon 
Punch to inflict heavy damage 
on vour enemy. 


AS 7AUC.IFF 


AGAINST 7ANGWF 


«OW< 


Stay away from this guy! Try to 
hit him from a distance with mis- 
sties oi jump kicks. If you 

cau suit awav Ivom lum 
von 11 hau a much belt* 1 
chance of sunning flu 
battk. (>nl\ a fool would 
fight Zangief up close. 
Jm Once he gets his hands on 
yon, you’ll have a tough 
Si time blocking his attacks. 


Press a Kick and 
Punch at the same 
time to hit your oppo¬ 
nent with a Spinning : 
Clothesline, then / 
press,— Forward, (I 
Down, Back, Up 
and Punch to fin- ■ 
hsh him with H 
the Spinning ■ 
Pilednver. , 


Mix up your attacks when you 
face Ken. He can beat you if 
you're not careful, so ti v coun¬ 
tering his attacks. When he 
attacks low,hit him with ajnmp 
kick, and when he takes to the 
air knock him of f his feet when 
he lands. 


You can block Ken's special moves if you 
need to, but you'll still lake some damage 
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45 BIANKA 


Take advantage 
of your great 
strength when you 
fight by getting 
dose to your oppo¬ 
nents then hitting them 
with every move you have 


if all else fails shock your 

opponent with an electric charge! While it may be 

dirty fighting it works most of ihe time 


MOVE, 


Avoiding Blanka’s 
Rolling Attack is a tough 
task When he starts his 
charge, jump over him 
or use a missile attack to 
drop him. If he tries to 
shock you, your best bet 
is to kee p your distance. 


Use the Rolling Attack by 
holding Back for two 


secondsdhen push 
Forward with either 
a Punch dr Kick. 
When you’re close to 
your opponent, fol¬ 
low up with a-Brain 
Muncherby pressing 
Forward and Punch. 


If he tries to stop ■ 
you with his 
electicity hit him _* 
with a Fireball or 
other distance attack 


AGAINST 

RYU 


Ryu’s two favorite X 

moves are lus 

Dragon Punch and 

his Fn eball You cm block his Fireball 

if you need to, but timing your jump to 

get over it will put you in a strong attack 

position. If he 

thn ms tht 1 >rag«>n 

Punt k 

t »1 f until ht s done K 

t lancing around. 

Pul back when he uses k SSHBHflS 
his Dragon Punch, then 

hit him with a high kick to jftrS 

knock him down EpiMiaiiMai 


f v While you may be familiar with Ryu’s 
special moves, using his other attacks is 
i often a better path to victory. Use Ryu’s 
I speed advantage to get dose to your 
enemy, then try tossing linn to the 
In ground. 


Ryu is a 
■ grcal ail- 
7.1 round fighter 
/parted for be¬ 
ginning players. 
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AMOVES 

You can’t miss with Ryu’s classic special 
moves. Press Down, Down/Back and Back with 
a Kick to Use the Spin Kick or press Forward, 
Down, Down/Forward with a Punch to use 
the Dragon Punch Either way, your 
(opponent will lost* some teeth! 






































































AS BALROG 


MOWS 


AGAINST BALROG | 


Most of Balrog’s 
moves arc punches, 
so you had better M 
learn a good one! 

Hold Back then 
hit 1 ot ward and 
Punch at the 

same time 


Balrog tends to ftght rather than 
block yottr attacks, making him vul¬ 
nerable to foot sweeps and air 
attacks. If you can avoid his punch 
and sweep him wtth a foot all in one 
move, you can hit him with anything 
yoti want when he gets back up. 


As wirt sny boxer, the key to fighting Balrog is to 
hit him when his guard is down 


45 SAGAT 


■p Sagat has a deadly 
combination of speed 
"and reach. Take advantage 
of these attributes to keep your 
enemy on the ropes, or he will 
^ find you easy to hit! 


If your opponent won't 
com# to you, hii him with a 
Tiger Shot by pressing 
Down, Forward and Punch 


MOWS 


AGAINST SAGAT 


for a fancy combo, try using &Tiger Knee 
by pressing Down,forward, Forward/Up 

by pressing 

Forw a id L jJ 

.inc.r.'Uicl:. 11 


When facing Sagat, it is important 
to avoid his long reach. Both his 
punch and kick have extended 
reach, which iirtkf 


Both m the air and on th# 
ground. S 3 get con bi> diffi¬ 
cult to beat Watch out for 
hislong reach 1 
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TOMORROW'S GAME 
GURUS LEARN ALL DAY 

AND ALL OF THE NIGHT 

Longtime gamers know that the magic is 
in the software But developing gotta- 
have games has never been easy, and it 
will only get tougher as new technolo¬ 
gies push programmers’ skills to the 
max That’s why Nintendo of America 
has helped set up DigiPen Applied 
Computer Graphics School. It’s the first 
school in North America dedicated to 
teaching video-game programming. 

Based in Vancouver, British 
Columbia, only a few hours’ drive 
from NOA headquarters in 
Redmond, Washington, DigiPen 
opened its doors in September 1994 
to an inaugural class of 30. In two 
years of nonstop schooling, these stu¬ 
dents will learn the ins and outs of 
computer graphics, animation and 
code-writing The curriculum focus¬ 
es on the technical side of game cre- 
ation, but ample attention is also 
given to developing compelling char¬ 
acters and plots, or ‘ storyboarding.” 

Getting into DigiPen isn’t easy. School 
officials waded through 1,300 applica¬ 
tions from around the world before 
picking the lucky 30, who range in age 
from 18 to 26 Despite the stiff competi¬ 
tion, DigiPen accepts students who have 
not attended college and actually 
prefers applicants who have no pro¬ 
gramming expeiiuice. That way, every 
student starts of f on equal footing. 

Starting a whole new type of school 
isn’t easy That’s why NOA and DigiPen 
faculty members took nearly two years 
to develop the curriculum The NOA 
team, led by project manager and soft¬ 
ware engineer, Jim Merrick, is keeping 
tabs on the first class’s progress. NOA is 
also suppoi ting the school by providing 
hardware and special pi ogiamming 
software for the Super NES, free of 
charge. 



42 NINTENDO POWER 

























Student Patrick Meehan 


The hero then makes the leap on his first ti y. 

The atmosphere inside DigiPen crackles with the 
energy of apprentices in love with their work. In class, 
the eager students bark questions at their teachers. 
Dunng lab time, they huddle together, discussing the 
finer points of game design. These youthful code¬ 
jockeys only stop to cat, sleep and dash to the espresso 
bar downstairs for caffeinc-and-glucose breaks. 
After a full day of classes and another two hours of 
one-on-one tutoring in the evening, students work 
until school officials drag them from their Power 
Macs at 10:00 each night. The next morning they’re 
back at their desks at 9:00,ready andeagerfor another 
day of cranking code. 




























A REAL MOVER 


AND SHAKER 


Question: What do earthquakes have 
to do with video-game programming? 
Answer: A lot! DigiPen President 
Claude Comair began his career by 
getting advanced degrees in civil engi¬ 
neering and architecture in bis native 
France. Putting those skills together, 
he went to Japan and began studying 
ways to make buildings seism ica 11) 
safe. Too impatient to wait for an 
earthquake to bit so he could study the 
results, Claude began running com¬ 
puter simulations of buildings col¬ 
lapsing. 

After moving to Vancouver in 1988, 
Claude formed DigiPen to perform 
computer simulations full-time. 
Faced with a shortage of skilled work¬ 
ers, Claude began teaching computer 
animation to students from a nearby 
arts school. Recognizing that the next 
generation of game programmers 
would need many of the skills he 
was already teaching, Claude 
approached NOA President 
Minoru Arakawa in 1992 with the 
idea of starting a formal school. 
The rest, its they say, is history. 

It’s hard to keep up with the 
ever-ebullient Claude. One 
moment he’s discussing the intri¬ 
cacies of the World Wide Web, 
and the next he’s expounding on 
Canadian politics. So what drives 
this modern-day renaissance mao 
and his team of game-crazy teach¬ 
ers? "We arc all engineers with a 
child still in us" he laughs. 
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HOW TO GET IN 


Applicants to the The Art and Science of 2D and 3D V ldeo Game 
Programming, a Super NES Game Programming Course, must 
have graduated from high school or its equivalent. They must 
also take an entrance examination that covers math skills and the 
ability to create ideas for games. The advisory committee also 
considers the applicant’s grades, letters of recommendation and 
relevant work experience. Non-native English speakers must 
provide TOEFL scores from a standard test on English 
proficiency. No programming skillsare required. 

The school recommends applicants have a solid background 
in mathematics, physics, chemistry, literature and the arts. 
Tuition is $8,500 (Canadian) per year. 


* lots ol time for one-on-one instruction 


•igiPen ■ omputer Gra- -ics »nc. 
530 Hamby St., Fifth Floor 
Voncouver, BC, Canado V6C 2E7 
Telephone (604) 682-0300 
Fox (604) 682-0310 
_ wwwdiaipen com ■ 


A TWO-YEAR 


Maybe you'll play a OtgiPen RPG 


CRAM 


So you want to be a video-game 
programmer? Th en it's time for 
souk- serious sharpening of your 
brain * « lb. At DigiPen, students 
begin by U ni mng How to program 
m tht « and C-h languages. They 
also study basics of Computer hard- 
wareand tin ■ eleiru utsof computer 
math and gi aphicsi There’s lots to 
learn in such esot* i ic fields as algo¬ 
rithms, Boole ui algebra and 2-D 
and 3-D transformation and 
curves. The students also learn 
VU™, a 3-D progi amming lan¬ 
guage developed by DigiPcn 
President ( laud* < am air. 

You have to 1 h mure than a strict 
wirehead to cut it at DigiPcn, 
though. Later in their first year, 
students learn about artistic issues 
involved m designing good games, 
including writing • nd presenting 


storyboards, composing and coor¬ 
dinating a soundtrack, and using 
animation and live video in game 
programming. Ji> the summer, the 
students practice, practice, practice, 
taking only a six-week break 
before coming hack for more in 
the fall. 

With the bams out of the wav, 
students spend their second year 
tying their skill* together so they 
can produce games. Besides more 
course work in storyboards, game 
concepts and computer graphics, 
students learn about machine-lan¬ 
guage programming Finally, 
they’re ready to learn about Super 
NES programming. Tin students 
finish at DigifSl by designing and 
lmpfemmumga complete video 
game for the Super NES. 

Sound tough? Well, these stu¬ 
dents love it so much that they have 
to be pushed out the door when the 
school closes every night. Indeed, 
the students’ workaholic habits so 
concern Claude that he plans to 
institute mandatory physical edu¬ 
cation this fall. 


DigiPen in Vancouver. British Columbia 
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In the world of the future, steel ond 


concrete choke the londscope. The 


builders of the urbon jungle endan¬ 
ger the delicote bolonce of life for 
their own goin. But even in this 


world, there is one who still cores. 

> % 

He is colled The Ghost Who 


Wolks....The Phontom! _ 



f 


it . ^ 

-/Hii 

■ A • 

^ " * • 


N#( -5 C 


Foi veai s, f ans ha\c been tin died b\ The 
Phantom's exploits in his chilli cornu snip Now 
updated for the 90’s, The Ghost Who Walks is 
capmi ing the imagi¬ 
nations of anoihet 
genet at ion in a new 
comic book, an ani¬ 
mated TV .set les and a 
\ei\ slit k Snpet NFS 
game De\ eloped b\ 

Viacom New Media, 

Phantom 2040 pla\s 
much likeStipei Metioid, with lots of aicasto 
explore, a whole tack of weapons, and an 
Inductance Rope that’s similai to Samns's gi ap- 
plingbeam While 
thei e’s no shoi tage of 
action, the most 
lefreshing thing 
about this title is the 
depth of its plot Von 
plav the iole of Kit 
Walkei, college stu¬ 
dent and supei - 

heio You ai e the 24th pel son to beai the 
mantle of The Phantom, a heieditan dntv 
passed down tot ou b\ \om fathei VVliat 
is the sect el of the Ghost Jungle? And 
how is it tied into Rebecca Madison’s 
plot to re\ I\e hei husband and conliol 
the city of Meliopia-' As The Phantom, 
it’syom job to find out 1 
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TM 

1995 VIALOM INTERNATIONAL INC 
Phantom characters and related propo r 
liBsf 1995 Hearst Entertainment 
Inc King Features Syndicate Inc 







































PHANTOM 

2040 


UR FINGERTIPS 


Besides a variety of weapons, you’ll find helpful Power-Ups throughout 
the game Some items work automatically when they are picked up, while 
others must be selected 01 activated when you’re on the inventoi y screen. 


Use the map in The Ph ntom’s L .ir to navigate .r«md thv city. To get 
back to the map, stand above ■ stai ting point (maiL-Miy . skull) and Jump 
down. 


^11 MAXIMUM BUILDING 


DlIFE MEMORIAL 


INDUSTRIAL 
Pffi ZONE 


ATTLESHIP FACTORY ® 


UNIVERSITY 


TUBETRAIN 


WAREHOUSE AND DOCKS 


5 LAIR AND GHOST JUNGLE 


BIOT FACTORY 
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ROPE 

of tha friuctartfca 
Ropa 


WEAPON 

IncrwsM shooting waapon powirby 
ont i«vaf. 


ENERGY CELLS 

£2 fltfatty raplanlshaa iha Entrfly Bar 


SMALL SKULL 

^rthlly 'V rstfte Spirit (Ufa) 


ENERGY AID KIT 

*cmpltt ily refills tht Energy Bar. 


LARGE SKULL 

rt tplfnishtf * gnattr amoui of thl 
Spirit Bar. 


FIRST AID KIT 

Completely refills the Spirit Bar. 


ENERGY LENGTH 

Increases size of the Energy Bar, 
which is the weapons reservoir. 


PHANTOM HEAD 

Adds one life. '" 


SPIRIT LENGTH 

Increases tha length of the Spirit Bar 



















































TlSil 


ERSITY AND LAB 


Rogue biots (humanoid 1 obots) have attacked a lab 
operated bv youi friend and mentor, Piofessoi Jack 
Archer. If you go left and i escuc the lab technician hid¬ 
den on a lower level, you can end the stage without 
fighting a bunch of robots and a living hvpci ciuiser, 
but you'll also lose a chance to pick up an important 
weapon. 


THE PROF 

Archer has disappeared! What was he 
working on ?h.il s so important? 


ii 








REHOUSE 


The cruiser was owned by Dines Industries, which is 
down on the Docks. The upper or lower door of their 
waiehouse will be open, 
and depending on what 
you did m the first stage, 
the floot plan may dif- 
ler a bit ftom what’s 
shown here Either way, 
though, it shouldn’t be 
hard to find something 
(or someone 1 ) interest¬ 
ing m here 


ROBOT SUIT 

Graft s loys are almosl as good 
asyou r s r UsetheRopetodireci 
your shots al vulnerable spots 
and dodge incoming f:re 
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SWING 
UP 

Use the Inductmce Rope to 
scala the buildings and find 
Pownr Ups it only works 
when you Jump first« 







REBELLIOUS ROBOTS- 


Abiotis piloting e hyper 
cruiser? Use the platforms 
to dodge the cruiser as it 
glides bock and forth 
Shoot the windshield to 
bring it down 




GRAB PELLFTS 

The cruiser drops a crate ns it 
blows up Blast it to reveal the 
Fire Retardant Pellets 


NOT MUCH 


The lab seems a logical place to look for clues, but it yields little 
information at this point Take note of the layout for future refer¬ 
ence, though, as you'll definitely be back. 



START 


TftiP 

After turning Graft’s suit into scrap 
metal and adding the Breaker 
ammo to your inventory, you 
decide to explore the rest of the 
area. Head to the right, but keep 
your weapons ready. The path 
leads to a gunship crammed with 
mercenaries! 


POWER-UP— 

Don't us« the First Atd K*t right awey unless 
you absolutely have to You may need it to 
get you through the short but grueling gun- 
ship stage 


^ :v 
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FREE FALUN’ 


Tracker escapes and leads you on a 
merry chase through the skyways of 
Metropia. If you’re handy with the 
Rope, grab the Power-Ups dangling 
below and between the air cars. With 
the biots getting tougher, you’ll need 
them Rush hour was never like this! 


Hanging from an air car’s chassis 
can give you a good angle to attack 
Just he sure there's a car balow you 
before letting go 1 
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MAXIMUM BUILDING 


'■GATES OF MAX 


YOU'LL BE R\CK 


Though the Invisibility 
power is only temporary, it 
will enable you to slip into 
Maximum, Inc. Now you 
truly are The Ghost Who 
Walks! 


The maze- of rooms is connected by 
passages that can only be 
Recessed by shooting tha doors 
and numbered security terminals 


Even if you find Archer, the fight witl 
Maximum won t be over yet. You'll 
eventually 






return to this 
area, so you 
might want 
to make a 
map of the 
place as you 
go along 































































BIOTS ALL ABOUT 

Your weapons get better as you 
collect power-ups, but so do your 
biot enemies Some will now 
take multiple shots to destroy 
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FIGHT TRACKER 


T|*» 

Cairo says that Archer is a prisoner in Lhe 
Maximum building, but you must first go to 
the Ruins to gel the Invisibility shield. 


9 




DOWN UNDER 

If the sewer is filled with toxic 
waste when you get down there, 
you won't find the Invisibility shield 
Look for the valve that drains the 
sewer and blast itl 























































CHARGE! 


If you stand in one spot 
you'll never defeat these 
guys If you keep moving 
forward, you'll eventually 
get past them 


9 



4 


# 

.V 




r 


- 

*U !HS 

'TOME 



REBELS 

The rebels are tougher than other 
common enewes you've faced so 
far They're vulnerable only part of 
the time, so don't waste ammo 
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to sewer; 















































HELP! 


You also find out about a new deadly 
weapon Was Archer a willing part 
ner or was he somehow forced 7 


START 


TO TRACKER 


-ADD TO YOUR ARSENAL? 


Your mam aim here is to follow Tracker, but you should first col 
lect as many Power-Ups as you can Zone 1 has 81-Up end a 
Rope icon which you'll need to exit this stage 


The exit is at the top teft corner of Zone 2, and you'll hive to 
wade through an entire squadron of flying btots to reach it Use 

__ the Flame Retardent to 

B5 EM t i i Sk 


START 


INTEIZDf, 
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years. What could they 
have achieved? When 
you pick up Koei's 
Civilization this fall, you 
may answer that question. 


THE FALL AND RISE OF 

CIVILIZATION 


I t seems that civilizations have a : 
habit of disappearing from the • 
scene. Witness the abandoned ; 
remains of the Anasazi in the 
American southwest or the mute 
statues on Easter Island So it really 
shouldn’t have come as a shock 
thatQvihzation for the Super NFS 
has struggled to survive. But now, 
Epic Center is pleased to report • 
that Civilization will appear this . 
fall thanks to Koci, which has pur¬ 
chased the game from Microprose . 
What that means for Super NES 
epic fans is a gaming experience . 
unlike any other for a video game 
system. Sid Meier, the creatoi of ■ 
the original Civilization for PCs, 
wanted to imitate the flow of time 
and stages of growth through 
which a civilization must pass to . 
become a great power. As the lead- _ 
er of that civilization, you will 
guide your people in all things, 
from building cities to directing 
scientific research. Civilization 
encompasses all of know n human 
history, beginning with the first t 
farming societies 6,000 years ago 
and continuing to a future in 
which mankind reaches out to the 


stars. How you take your tribe of 
pumitive farmers from the plow 
to mtcrstellai travel is entirely up 
to yon 

Turns in Civilization take the 
form of orders and resolutions. 
Dunng each turn, you begin by 
oi dermg units, such as settlers or 
cavalry, to move or perform tasks. 
Yoi l can also adjust city economies, 
command production, direct 
research, engage in diplomacy or 
go to wai. After taking your turn, 
the computer calculates moves 
and outcomes for. Koei fans who 
have played strategy games like 
P.T C) and Operation Europe will 
love the complexities of the war 
model, but the interface is so easy 
to learn that anyone can become a 
woi Id conqueror. For players who 
like simulations like SimCity, 
Civilization has great realism. Not 
only do you build cities, but you 
explore the continents and sail the 
seas You’ll commission great 
works, like the Pyramids, or build 
universities. Civilization truly is a 
game of epic proportions Imagine 
Alexander or Julius Caesar com¬ 
manding their nations for 8,000 


A 

BREATH 
OF HOPE 

I n a surprising move from 
Capcora, Breath of Fire 2 is 
back on the production sched¬ 
ule for a pi obable October l elease 
What that means for RPG fans is 
that anothei terrific game is on the 
way Some of the major changes to 
B.O.F. 2 include a three-quarter 
: perspective battle view from 
behind your party and the ability 
to adjust your characters' positions 
far more than in the original 
B O.F. using formations like 
Diamond, Square, and so on. 

! There’s also a very cool new attack 
that makes use of backgrounds 
. like the foi est or desert. If a char¬ 
acter uses the Wind spell m the 
desert setting, the background 
itself adds to the attack by stirring 
up a huge sandstorm. Anothei 
. innovation in B.O.F. 2 is that you 
can build up your hometown dm - 
. ing the game by sending special 
• characters there If you help out a 
doctor, foi instance, lit* may build 
a hospital m your town. According 
•. to Capcom, the finished game may 
grow from the 20 megabit 
i Japanese version to 24 megabits. 
: The stoi y takes place 500 years lat- 
er than the original game, but 
i there will be plenty of familiar 
• faces and ancestors of heroes 
from Bi cath of F ire. 
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Chrono Trigger™ ©19953 
©1995 Bird Studio/ Shuetef 
Illustration by Akira Toriyama 


fakes 


Square 'S ultimate epic 

through time and spacemen a desperate 
mission to 


you 


vFrom here to eternity. 


v and back again 


In the de pths of time a horror 
from space smashed into the 
eaijth, killing the dinosaurs and 
shifting the edhtihents. Millions 
of years later, die alien that 1 ocU in 
that/neteorife has grown, devour¬ 


ing the planet from the 
inside out. In 1999, Lavos 
empts from his subter¬ 
ranean realm and plunges 
the earth into a dark age. 

But a slim beam of hope 
shines from the past. A boy named 
Ciono and his friends have discov¬ 
ered a way to travel through time 
and, perhaps, to rewrite history 
Chrono Trigger blends adventure 
and RPG elements in a 32-Megabit 
masterpiece that will appeal to fans 
of Zelda and Final Fantasy games 
alike. It’s a gem—polished, bi llliant 
and beautifully presented. It belongs 
m every game library. 
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A Quantum 


JLeajD 


for Crono 


' 


Crono, Marie,tucra, Fiog, Robo and Ayla leap through time 
using the Gkte Key to open the Time Gate. The Gate wai ps 
themm si \ periods and places m history from Cronos village to 
the distant past when dinosaurs roamed die cai th, or to the 1 ar 
future whet e catasti ophe has turned the world into a frozen 
wasteland. Eventually, you’ll find a time ship that takes you 
every whei e dii ectly. 
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Crono can leap back to any period through 
the Time Gates at the End of Time The 
Time Machine *lies through time and space 
to reach crttical places 
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You cnn change the names of any of 
the main charactersm the game, 
but you can do so only once 


Earn SiWer 
Points in 
games of 
skill like 
defeating 
this robot 


You ii !it«raliy run into Marie at tne Millennial 
Fair This is vour chance to make a lasting 
impression Help her up immediately 


nee in a 


thousand years... 


The Millennial Fair comes around 
once every thousand years in the 
Kingdom of Guardia. Crono’s first 
adventure begins at the fair¬ 
grounds, just north of town, where 
he runs into Marie, Later, Crono, 
Marie and Lucca find themselves 
400 years in the past, trying to res¬ 
cue the Pincess of Guardia in order 
to save Marie’s life. There they meet 
Frog, and learn of the war between 
Guardia and Magus. After 
defeating the evil Yakra, Crono 
and his crew return to Guardia 
Castle where Crono is arrested by 
the Chancellor and put on trial. 


CRONO’S HOUSE 

Crono wekes up e«d head® to the Feir 
Return here leter for e tree, restorative 
snooze 


TRUCE VILLAGE 


Explore Croeo's hometown from u» to 
bottom The Mayor*® School tee* es 
you about the game play 


LEENE SQUARE 

The festivities *rc in full swing whet 
Crono arrives. See everything Do every 
thing And be nice 


0 Crono's House 
| ©Millennial Fair 
© Mayor's School 
© Guardia Forest 

Guardia Castle It 


5 


S 


Lucca's House 


Right 

Choice? 


If you us, the right-hnuJpaS ^'J 
Lucca’s Tim^V^hfrie, instead: 

transpQrting i .t)yiOO AJO^ 

forward in time to the Day 
Lavos. At this early sta]grr>f the I 
game, you catft affect anything m 
this period- You’re just a dOOTicd. 
tourist 
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Marin spins into the Time Gate and 
warps back to thn year 600 A D 


I Luces and her dad show off their Dimension W arp 
i machine for the first time a t the Fair 8ut when 
! Marie tries it, something goes wrong 


Now it s your turn tobeehero 
and leap into the unknown 
Hold on to your clocks 1 


Marie, movesin 

''mysterious ways 


Crono drops out of the tune warp into a mountain glade. Af tet pit king 
twigs out of his teeth, he sets off down the path. You’ll soon discovei 
that Marie has been mistaken for the missing pi incess. 1 he ncai bv 
Cathedral holds the answers to your questions and the first major bat¬ 
tles of the game. Stock up on Tonic befoi c entering the Cathedi al and 
■ nvri -w]<- -mV meres nf nnmnment that vou can at the Market in d i ucc 


0 TRUCE CANYON J 

@ GUARDIA FOREST 
0 GUARDIA CASTLE 
@ CATHEDRAL 1 
(5) ZENAN BRIDGE 


TRUCE CANYON 

The Co on is filled with Imps and 
Rollnrs r omn of thesn green greeters 
leave gifts behind once they'rednfneted 


GUARDIA CASTLE 

Merin waits for you in the castle, but 
she doesn't bnng around for long 
Explore tbn Keep, from thn sofdrers 
qosrtnrs to thn townrs 


THE CATHEDRAL 

The sistnrs in thn Cathedral won't pray 
lor you. Instnad. thny'll prny on you’ If 
only e brave frog would come tn the ms 
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The princess at 
thecastle looks 
a Jot Jike Marie 
Big surprise^ It s 
really her* ^ 


The battles in the Canyon won't lastlpng, 
but you might need Tomc torecover.T 

-if -> 

Talk to everyone m die castle and explore 
evet v room. Items in the tower rooms ai e 
yoAnNfor the takingeWhen you visit 
Mai &c vanishes, but then Lucca shows 
up. Don’t forget to stop by the mess hall 
for a hot meal - - - — 


Crono and Lucca 
must search for 
Marie in the 
Cathedral Be 
prepared to fight 
the sisters, then 
search for the 
secret passage 


A mysterious force sw;ris into me tower 
room and steals away with Marie It 
seems that the evil Yakm has struck 
ogam Now he has the real princess of 
Guardia and Marie, too 


CATHEDRAL OF 


The Cathedral is Crono’s first major test. According to local 
legend, the creature known as Yakra, who once inhabited the 
forest, vanished at the time that the Cathedral was built Could 
there be a connection? Do Moogles dance? Play the organ after 
defeating the sisters, then enter the secret passage. In the new 
Hit thf* switches shane.d like skulls on the walls. 


Secret 

Door 


Once again the ^ 
sound of music 
triggers the 


Secret Door 


Play the 
organ to 
reveal the 
door 


The switches that lower 
the spikes look like skulls 


Holy Relics 


Tjhese upgrades 
Pan be found in 
the back rooms of 
the Cathedral but 
you’Jlhave to fight 
through enemies 
to win them 
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Detender/All characters 


IronSwo^Cron^^ 
Maidei^uit/Lucc^Marle 
Speed Belt/ All characters 









































YAKRA 


kK-- -'xC Y akra, the 

scourge of 
iaars ftr fci vr Guardia, has 

hidden in the Cathedral 
these many years. Now, 
Crono, Lucca and Frog must 
face their first crucial test 


Usn 0 Shelter before battling the Kina's 
Chancellor who transforms intoMkra. 


YaJcFaean 
injure all t 

mambws 


Use Combo attacks to inflict mass damage Both Fire 
Swirl and the X-Cut will wear Yakra down quickly 


withsflt 

fulattac 


After defeating 
Yekre, you'll find 
the reel 
Chancellor 
slufftidine chest 


'l_al_of the 

century 


“Your Honor, I intend to prow that the accused is guilty 
of kidnapping the princess, stealing lunches, being 
rjidc to cats and countless other 
crimes for which there can be only 
one sentence! My witnesses will prove, 
beyond a shadow of a doubt, that this I 
ruthless fiend, Crono, must be ___ 

destroyed for the good of the nation." 

Crono'slnel s a mockery of a sham 

of a travesty As justice takes her k 4 . . 

I blind ondjur3b‘e course, Princess \ * ■' 

Naudie in k a Mnr !e) pleads on ^rj 

Crono’sbohalf 


Guilty or b 
Innocent? 


• behavior at the Millennial Fair 


Your behavior at the Millennial Fair 
be used against you in the court of lant.3 
The five events listed below determine; 
Crono’s fate, so be careful, and be good. 

Marie end the Pendent: Help Merle 
before pecking up the Pendent. 

Selling the Pendente Don't veil thle "eJ 
vel table heirloom. 

The Lunch: If you find someone's lunch, 

* leave It alone. 

The Lost Cete Try to find the little girl's 

***■ , j f r u 

Merle et the jpendy ShopiLet 
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lOddA*. 


iooo a.d. 

With the princess reetored to her piece in 
the ceetle Crono end his frieede reiurn 
home to their owe I mie period it 1000 A.D. 


GUARDIA CASTLE 

Marle'e ebseece from Guerdie Castle 
leiulte In Crono* e erreel end subsequent 


trial Depending on your behevior el Ihe 
Fair, you will be eeetenced or freed 


PRISON TOWER 

Withe death sentence heegieg over 
Crono s heed, there is only thing lo do 
t?cp e 1 Vou must flee from Ihe Tower 
with uceeshelp. 


GUARDIA FOREST 

Esc 8 e into the foreel, where yearpe 
st» *le$ upoe enolher Time Gete. Yoi 
have no choice bul to leap iflo Ihe 
unknown once more 




1 

% 

& 




v * 


































Doing Time 

Unless you were a saint at the Fair, you'll probably 
wind up in the tower awaiting your execution. Things 
may seem pretty dim for Crono, but the guards are 
fools and you’ll be able to fight free of the prison in 
true swashbuckling style. 




Lucca shows up in tlw tower 
to lend Crono a hand 


The hole in the wall leads to e secret area, but not to freedoffi Scale the wall outside to find items 


rison 


Pick up the Dragon Tank 
Manual mihc Warden’* 
office before stepping onto; 
the hi idgeJIhc Dragon Tank 
has two mam weak-spots 
When the Dfrago^Tank, 
appears, first attack the htatfi 
then attacLihe wheels. The 
head woiTt take damage 
frornjigh tiling or fire. ‘ 


DRAGON TANK 


Attack the Dragon's hetd first with 
Cyclone or Slosh techniques. 


The Dragon's head heels damage to 
the rest of its body. 


The Future is_a 


<,r Escaping from the Tower. Crono 
\Sand I.ucca run into, 

"' Together, they flee f rom the Castle 
Guards intone foiest where they 
find the Time Cate. With tio other 
option, they take the next leap and 
wind up in the distant future. Here, 
the world has been devastated by 
Lavos—cratered and crippled, 
winds whipping through the rums, 
cities lying in twisted heaps. The 
only inhabitants huddle m 
enclosed domes as renegade robots 
prowl the tunnels You’ll meet youi 
next companion here, save a tribe 
from starvation, and 1 ace a jet bike 
against a maniac. 
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At the dead end, 
they esc ape into 
the Time Gate 


The Castle Guards pursue our 
heroes into t'ne forest 


The adventurers reappear m the 
24th-Century 8ongor Dome The 
rear door is mysteriously sealed 


Brom^/ldll/Crono^Fr 
Lode Sword/ Crono 


&OOA.D. 










































BONGOR DOME 

Hr now. this Dome is just the entrance 

to the future world, but later you'll be 

abla to opeo the eeeled door at the back 
of the clumber 


TRANN DOME 

Telk to the starving people and use the 
Enertrwi to restore your HP and MR. The 
seeled door will open to leter explo¬ 


rations 


LAB #16 

The first lob area contains thieving rate 
and ghosts that won't take damage from 
four regular attacks Bring plenty of 


ARRIS DOME 

Kelp the starving peopfe m the Arrie 
Do m by exploring the lower reefra 
where none of the Arrisians dere to go. 


LAB #32 

Robots block the wey in the secood Leb 
area If you have the Jet Bike Key. you 
cm race to the eastern province 


PROTO DOME 

The Time Gete appears in the Proto 
Dome, end you'll meet Rebo 


FACTORY 

Yaur party must restore pow 
factory, but robots guard 


factory, but robots guard the secrets of 
this high-tech f ecility _ 


PROTO DOME 

It s time to take the Gate to the End of 


Stock up on new weapons and items 
from the dealer in the Trann Dome 


Bongor and 
Trann Dome 

The fit st two domes arc |itst a jumping 
off point. Aftei finding yourself in the 
Bongoi D<line, walk south to the inhab¬ 
ited Trann Dome. You'll gain useful 
information about thejoui ney to the 
east from the pathetic caucus of 
Ti ann One of them is willing to sell 
you items and weapons, so stock up 
when you have the chance. Each of the 
domes contains a locked door with a 
mvsteiious symbol, but you'll have to 
igiioie them both foi now. One man 
i eveals that the enemies to the east 
won't take damage from regular 
weapons such as guns and swords. 


(T) Bongor Dome 
@ Trann Dome 
® Lab #16 
@ Arris Dome 
® Lab #32 
© Sewer 
© Factory 
© Proto Dome 


Your party take s damage if you stay 
outside of the domes for too long 


The Encrtron 
gives you the 
effects of a full 
night s sleep in 
just seconds 
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The Mutant has 300 HP 
Defeat it using regular 
weapons 


Avoid the rats or they will 
pick you clear of items 


e troil to Lob #16, 
sijoy outsutejoncf 


Special Relics! 


The Shadows can t be hurt 
with your swords and guns, 
but they don't like fire Burn 
multiple Shadows atone 
time with techniques such 
as the Flame Toss 


Arris Dome 

The Arris Dome is one of the saddest places on earth. 
The people in the upper dome slowly starve as they wait 
for the return of their leader, who disappeared into the 
lower levels. Crono and company must track down the 
unfortunate manand return with a seed of hope. 


GUARDIAN BIT 


The Guardian Bit blocks your passage to the lnne* 
chambers of the dome. Whemt first attacks, it q 
joined by two smaller machffw* Attack the smallet 
enemies first, then work on fflTBit. You’ll need td 
heal your party during theatric,^m^Marlc ^ 
Aura technique in order to surviyQSa^^ 


The people of Arris Dome need your help 
or they will starve 


Chese down 
the mouse 
on the walk- 
woys to 
I earn its 
secret pass¬ 
word 


Guardian Bit: 1200HP 
Bit: 200HP each 


Hold tho L ond R Buttons then press the A 
Button to enter the hidden area 


UseMarle’s-Aorstoheal the party 
during the 


Concentrate all three of your attacks on one of the 
smaller bits until it is destroyed, then hit th8 other. 


Berserker/AM Characters 


Lode Bow/ Marie 


Lode Sword/ Crono 


1 id u\ 1. 

111/ uA UL/J 

'ihfflfiuttMi 'i 
mul 


1 • 

1 

fw»V 

1 


a 

_ 
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You’ve survived the toxic storm, the mutants,ghosts, 
and even the sewers (which you really don’t need to 
explore foi a while). Now the robots get to take then 
shot in Lab ^2^2. Don't head in until vou get the Jet 
Bike Key front Doan in the Airis Dome m exchange 
for the seeds With the key you can race Johnny 


Trade Doan the de3d man s seeds far the 
Jet Bike Key, then go to Lab #32 and race 
against Johnny 


Use boosters to du t you in 
front at the finish line With the 
Race Log, you can rotate the 
race perspective 


Go backinto the race tunnel on 
foot and find the Race Log m the 
metal chest behind the rubble 
wail 


troto Dome 


The Proto Dome houses a wrecked robot and a 
locked door—both of which arc crucial to the 
game I .lieca can repair the robot and, in grati¬ 
tude, Robo joins your team. The door leads to 
the Time Gate. The only way to open the door 
is to restore power at the Factory, but one of 
your party members must stay behind in the 
Proto Dome. 


mer 
it is 
iller 
d to 
•lc’s 


Robots n kind-parted soul His 
mechanical battle techniques 
include offensive attacks and 
healing moves 


Factory 

Elevators move you between the factory and lab areas in the Factory 

Dome. The security system uses acid creatures and secret passwords to 

keep out unwanted visitors. You also must maneuver an 

industrial crane on the factory floor and wind your 

way through the labyrinth in the lab. Even when f 

you have activated the power, trouble lies ahead in J 

the form of Robo’s metal cohorts who think he 

is a traitor. U r * _ 

Lab area (h) (a) Factory area§■ ] v ^ 

V PG.62 V TPG.62 W.J A m\\ 


You'JJ have to switch off security 
before turning on the power 


Recorder 
for the Jet like 


Bolt Svuord/ Crono 


Hammer Arm/ Robo 


Plasma Gurt/ Lucca 


Robin Bow/ Marie 


Titan Vest/All Characters 





























Follow the letter call outs on the maps in alphabetical 
order as you go through the factory and lab levels. 




You II receive a password 
once you reach the securi 
ty computer Press theX { 
A.B and Y Buttons to acti 
vote the ppwor 


Learn the crane code Push the X 
and A Buttons for the first move 
then the B Button twice 


Use the crane in this room 
to remove the two barrels > 
on the factory floor 


The robots beat up 
Robo and attack you 
The locked doonn 
Proto will be open 
when you return 


Destroy the enemies in 
each of the three hidden 
rooms, then move to the 
secret room 8nd climb to 
the catwalk 


Defeat the enemies and open 
the entrance in the corner to 
the rest of the lab 


who rvi 

more than the 
brutal greeting Ifrom his old comrades 
Tho six R'Series guardians trash Robo 
then attack Crono and Lucca or Mark, 
whichever is with you at the time. Use 
Crono’s Cyclone to inflict damage on 
the robots while keeping your HP up 
with Mai lc or Lucca 


Enter the password X A-B-Y 
activate power in the Prota 
Dome, then run to get out " 1 


The SpinTTut Combo can be 
effective against the R 
Series, but you’ll only take 
out one foe at a time. 


in alphabetical 




Learn the crane code Push the X 
and A Buttons for the first move 
then the B Button twice 
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Gather up the scrap pile-all that remains of Robo-and take 


use the Time Gate 


him to Lucca When 


Time 


is Now 


is room 
i barrels 
if 


’the result of trying to leap through 
^ifrie with more than three people is 
that you wind pjiat the End of Time 
Here, a Gate KCepei greets you and 
explains that one of your pat ty 
members must remain behind The 
upper platform domains Time 
Gates to each of the eras you’ve vis¬ 
ited. Be sure to Save the game so that 
you can begin again at any time per i- 
od later on You’ll also meet Spekkio, 
who teaches you magic. 


ics in 
iidden 
to the 
limb to 


Spekkio is strange and 
demanding, but a f ter circling his 
yard three times, you can learn 
magic 


Talk to the Old Man at the End of Time 
You can power up at the well and Save 
the game, too 


This Time Gate opens onto the 
Day of Lavos in 1999—the day 
when Lavos erupts onto the 
stage of history 


Eventuallyjou II be able to 
launch the time Machine from 
this dock 


More 


ext Mon 


VOLUME 75 63 


PROTO TIME GATE 

mien you return tc the Proto Dome 
alter defeating the R Senes robots, the 
locked door will be open* You'll step 
into the distent future 


THE END OF TIME 

Your party of four travelers leepe for¬ 
ward to the End of Time where yos me 
an old men end Spekkio. who teschee 
you magic 


A.D.1000 

Take the Time Gate bach to your own 
time m WOO A D Next, you’ll want to ws 
it Medina Village 


id open 
’ner to 


You II have only three Time 
Gate choices until you travel 
to now areas 




































The evil 


Homneruse casts 
a dark shadow 


over a peaceful 
world. You are the 


son of a legendary Aqutallion 


Warrior, but your father myy ■ 
teriously disappeared shortly 


after you were born. Now the 
burden of saving the world 


slips onto your shoulders. 


Could the answers to your 


questions be found by defeat¬ 


ing Homneruse? Find out as 


you battle your way through 


Tecmo s 12-megabit, battery- 


backed, epic role-playing 


adventure. A FANTASY 


TECMO ENTERS THE REALM OE ROLE-PLAY!; 


Secret of the Stars borrows many of 
the popular elements found in suc¬ 
cessful role-playing games. You 
assume the role of an Aqutallion 


Warrior—one chosen to defend the 
peaceful inhabitants of 
your world. The rise of 
the sinister Homneruse 
forces you to assume 
this huge responsibility 
at a young age. 
Thankfully you are not 
alone. Seek out your 
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fellow Aqutalhons and destroy the 
dark lord. A party of adults, known 
as Kusteras, pledge their lives to 
assist you in your quest. While 
adventuring you can select to lead 
the Aqutalhons or the Kusteras 
through a multitude of mazes, 
towns, and guardian confronta¬ 
tions. Guide 
the Aqutalhons 
as they grow up 
and establish 
their own iden¬ 
tity in a chaotic 
and hostile- 
world. Watch 
them come of age as diey struggle to 
shape their destinies and 
the world’s f uture A two 
party option creates a 
huge variety of surpris¬ 
es—you might think 
you’re playing two 
games in one cart ridge 
Fans of Dragon Warrior 


IV, Final Fantasy, F.arthBoum 
Breath of Fire will enjoy the fai 
features found in Tccmo’s role-pi; 
game. 


WEST FOR 


The first journey in your long qu 
obtain the Starcrest. This item id 
fits its bearer as an Aqutallion Wai 
First, speak to David of Kustcra ii 
town of Likado, then venture up t 
northeast corner of Heart Island 
against die brown hills near the sH 
kne until you uncover the entran 
the Aris Shrine. Deep within the 
recesses of the underground ca 
you encounter the ghost of your f: 
Speak to him to receive the Star] 
and leai n of youi destiny. 









































you may select only four at one 
time for their party Rearrange the 
Kustera party at a Registration 
Office. Teamwork is essential to 
completing the game—pick your 
party members carefully 


Secret of the Stars is a game with multiple 
personalities—you lead two different parties 

a through all the 

areas of the game. 
The first party is 
made up of kids 
chosen as the 
future Aqutallions. 
The second party is 
composed of adults 
from Kustera. The 
members of each 
party 


party possess 
| unique and special- 
lzcd skills. The 
Kustera group is made 
up of a total of eleven 
adventurers, although 


Your Father was an 
Agutallion, leaving you 
with big shoes to nil F 
out what happened to 
him. 


The search for world peace is a long and ardu 
ous journey Pair up with other adventurers. 


Secret of the Stars combines a vai iety of suc¬ 
cessful elements found mother RPG mega 
hits -Game players can switch between adven- 
tui mg pai ties as they explore an extensive 
variety of towns, temples and dark dungeons. 
If you were a fan of Final Fantasy and Dragon 
Warnor, check out Secret of the Stars. 

Uncle Save follows you around the world and back 
again He's everywhere you need to explore, so 
visit him of ten to save your game 


Kh the entrance to the volcano and 
toe is tncky Push up against the hills 
ar the island's northeast shoreline 


g quest 1 st 
tem iden 

>n Warn 

stern ml 
re up to I 
sland. Pt] 
r the shoi 
entrance 

nn the di 
ind cavci 

your fat! 
lie Starct 


xdesof fiends and ugly foes are waiting 
iwbush you Victory depends on how 
fiyou re willing tobuild your levels 


SOMEWHBRE OUT THER3. 
YOUR FATHER RE. TS IN 
PEACE. 


ARE YOU STILL 
SEARCHING FOR 
THE CREST OF STAPF 


I M UNCLE SAVE. 

I TRAVEL AROUND THE 
WORLD RECORDING GREAT 
ADVENTURES PAST. 


The Swap command gives you ihc ability 
to switch bet wee o your party of 
Aqutallions and your Kustera group. 
Certaio characters possess specific skills 
necessary for overcoming obstacles 
cocounlercd in the adventure. Swap 
between the two panics and seek victory 
through teamwork and be sure to build 
up each character’s strength uniformly 
throughout the game. A weak party ioan 
advanced area of tbegame w ill quickly be 

destroyed 

- jilPP - by waoder- 

*»g mon * 

& * If Warrior David 

• -m initiates your 

Ef Kustera parly 

Meet him in 
Likailo end then 
in the Aris 
Shrine. 


Jeep Volceno is filled with electric 
barriers that eely certain characters 
can pass. 


Use the Swap commend to exaloro 
all of the regions docp beneath the 
rumbling mountain. 


4™ 

HU- 

■■ i — i iirii -— *2 

1 




mam, 














































Sr 

dt 


i 


^ The Town of Likado is 
the first of twenty- 
three locations your 
parties explore as 
they journey across 
the globe. Each town is 
filled with unique characters, hid¬ 
den items and countless clu^ 

Explore every corner andV«I 

every drawer. Talk to everyone as 
both an Aqutallion kid and again 




!T TO KNOW THE TOWN FOLK 

You*re thefiJTw kid in town. Get to 
know evenoneandeverything 
around you. When you’re done visit¬ 
ing, Swap parties and speak to the 
same people again. Just as in real life, 
people talk differently to kids than 
they do to adults. Collect all the facts 
selecting the Swap command and 
visiting the same townspeople again. 

Changing events in the game also 
affect how people react toward your 

parties. Revisit towns oi ten and pick a || t f, a locations in the game with both par- 

up important dues that may help you ties—people treat kidsdif ferently from adults, 
later in the game. This technique and what they soy may surprise you. 

could save you from common pitfalls. 



THIS IS THE SECRET 
LABORATOHV.. . . 

WHAT COUtD THEY VE 
rtAKlUG THERE 7 



The mod scieotist, Dr. Gari, 
huilt a secret lah deep beneath 
Jeep Volcano. Nonnekoows 
what evil experiment* are 
developing. The laboratory is 
the source of the periodic 
earthquakes felt across the 
island. These tremors are 
upsettiog the wild animals 
throughout the wilderness. 
Put an end to the doctor’s vile 
plaos hy locating the hiddeo 
lah and stnpping 
the dangerous 
experim eo t. 

Beware—Dr. Gari 
may have a trick or 
two op his lab coat 
sleeve. Rumnrs 
andspeculatioo 
iodicate that the 
r e s e a rchcr 


nism in the laboratory. Can you 
defeat this ** man and dis¬ 
able the - 

bombio I 

time to 

save; - 1 

Heart liiii * s 


I £1 DR. 3ARI 
l VE BEEN WAITING FOR 
VOV JEF C 


Things are not miciss in 

tha volcano. What 
n m **i art up Or. Gari's 

*••• flttves? The mad 
dot ttr serves 
Howncnist—taka him 
ttft Mart the volcano 


JIFF 

♦FIGHT 

ttAG 

GJABD 

ITErt 


dSA luwivm awMiu 


CAVEAT EMPTfliL EXAMINE THE 


MERCHANDISE BEFORE BUYING 


Let the buyer beware! Find out 
what the item does before you put 
your money down. Secret of the 
Stars features an option that allows 
you to Examine a merchant’s wares 
prior to buying. When you select 
this command, the game displays a 
brief description of the item. Now 
vou know what an item docs 
inwtoie paying for it! It’s better than 
e blue light special on Aisle 


The discovery of anewtowninevitably leads y 
tonsw armor and weapons Always visit the 
village blacksmith before venturing onward. 
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The land is full of horrid fiends ready to ruin your 
doy Improve the odds of your fighting success 
by eddng Tina to your party 


L*v? S UNITE -CFf 


7 l HA USES 11/ 0 j 
FAST ISVEL I 


EAMJEP E-V »V 
EVEi. I 


CF f RT WITH A LITTLE HtlP 
FROM YOUR FRIENDS 


The explosion of Jeep Volcano 
propels you into the sky. By some 
stroke of incredible luck, you’re 
scooped up by a passing plane The 
aircraft deposits you at the quiet 
stone sanctuary of Old Hill. The 
surrounding landscape is full of 
trouble. In fact, the town of 
Beegees has gone to the dogs! Visit 
the church with your Aqutailion 
party and speak to the girl named 
Tina. Maybe the two of you can 
find a way to break the spelL 
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♦FIGHT 

AUTO 

SET 

P'JH 

JEFF 

TINA 
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SPEITBOUND TACTICS 

Most members of your Aqutillion and Kustera 
parties possess spell-casting abilities. These char¬ 
acters add spells to their repertoire as they raise 
their levels. Some monsters can lxqjgfpted only 
by magic Offensive spell casting is vital for level 
building-magic attacks reduce an enemy's hit 
points much more quickly than a blow with a 
sword Important spells like Fly By let you revisit 
the surrounding villages. 


Rlfli niNf, THF TOWN OF OLD HILL 


As your characters increase their lev¬ 
els, theybegm to learn new magical 
spells. These spells are the only method 
for defeating certain monsters, such as 
Ghosts 


The liberated orphans are deter¬ 
mined to build a town in the sanctu¬ 
ary of Old Hill, but they require your 
assistance. New cities need architects 
to build and farmers to grow food. 
Visit the Edgy Architect west of 
Winds. There is a famous farmer liv¬ 
ing in the town of Giant, but he’s 
been kidnapped by a gigantic mon¬ 
ster. A digger named Morgan might 
be able to help you break into the city 
of Decatus. Morgan lives down a 
holeon the outskirts^ Giant 


ThsGravitroncuts 
grumpy Golan down to 
see—but you need to 

§ trt behind the forbid- 
mg city walls of 
Decatastogetit, 


BRICK! I.ICHTS. BIC CITY 


With Golan out of the way, 
fanner Baz joins the citizens 
of Old Hill village. Your town 
is growing faster than the 
crops m the fields Take a trip 
back to the city of Decatus. 
Everyone there is caught up 
m the excitement of die cir¬ 
cus and the mayor’s reelection 
bid. In fact, both events are 
sort of the same thing. How 
do you get a ticket for the cir¬ 
cus 5 Visit the polls and cast 
your vote tofmd out! 


The evil Garedos kidnapped one of the young 
Aqutallions and turned him into o circus ammell 
Put a stop to this cl own’s vicious act* 


DESTINY BECKONS 

Homncrusc is determined to 
destroy the young Aqutallions 
before they come of age, and his 
legions of dark minions are 
deployed throughout the world. As 
you destroy them, build your char¬ 
acter’s levels, master spells and find 
new weapons and armor. Where 
are the remaining Aqutallions and 
Kustera party members? Will your 

town flourish or flounder? What 
dangers await your party? The 
answers are f ound only in the stars. 
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ic fans of Ogre Battle were 
irf the largest armed ' 


ight together in a field, their numbers would 

/ orce w the World of Zenobia. This month's Epic 
atures that make this cart a mega hit for hardcore 


, ar & 

Center highlights the key ..- v 

strategy game enthusiasts and answers some of the difficult questions con- 


gojjrft not to Want ajtew 
«F the^Cmagidtl Warnoi 
mvout;anny» Pumpku 
can be recruited onlyi 
,-urmgneutral character! 
encounters throughout 1 
the game. An item called 
-the Glass Pumpkin gives] 
your witch leaders the] 
ability to recruit neutralj 
pumpkins in various 
towns in the game. 
Remember that the par¬ 
ty in town must haves 
vacancy for the recruit. 
You can pick up the 
Glass Pumpkin if yc 
forgave Deneb when y< 


fronting the valiant rebel leaders of the Zeteginea Age. 


I NEVER THE 
SAME TWICE 

There arc many methods 
for completing Ogre 
Ratde. Depending on your 
style of play, you might 
experience one of twelve 
different endings. The 


lOul 

ending of the game i,s„ 4 / ' co *9® 
determined by an as§drt- { 5; tc 


tation level. The best 
technique is to use only 
one unit to liberate all of 
the cities in the game, j 
This specialized unity-j 
must have a high align- I 
ment(ALI) total. Units 

with low alighmen^ ,s identifies 

should only ue usj.’G in i^fiaracters ready for advance^ 




.trc 

>Jjave bccjrffound^^artd th 
f h apatite rs that 1 


and neycf to lilK ■ m«* j _ 
towns 'Oncef oy ; into other characters or 
liberatgd^tojvn, j creatdres,as they gain 
f lower Kexperience. There are 
Iso ehtttf : some exceptions to this 
‘aiyPoccppy thc cjfy'in j. class change process: in 

-the citi- | rare cases, a special item 

is necessary to create 
unique creatures. The 
following section out¬ 
lines where you find 


J 


§ndingtU,~ n ~ —o-; . 
reputation meter and on ■ 
discovering allot the ; 
area$<andudiJig the Sky j 
Island worlds beyond the | 
hidden Chaos Gates. \ 

■ LIBERATION! 

■ 

■ 

The method you select | 
for liberating cities is key : 
to improving your repu- 


pro 

Characters staying 
Id the ; inanity "lowly regain any 
alters that W ! points. Never let 

d yqtrfWes. The force retake a 

crfgetfi 
peA« 




liberated city—doing so 
quickly devastates your 
reputation level and 
wastes your bonus mon¬ 
ey. New players often let 
cities frequently change 
hands to gam extra Tarot 
Cards. If you need Tarot 
Gards, buy Jokers at the 
nearest Trade Gity shop. 
No citizen likes a frugal 
leader. Losing cities to 
increase your card hold- 



K Smashing pumpkinsl Pumpkin 
W8f nors possess 8 unique magi- 
: calettacK. 

defeated her in her gar¬ 
den. After completin; 
the area, return tol 
Deneb’s castle. She’ll giv< 
you a Black Pearl ini 
exchange for picking up 
an item called the 
Golden Bough. When] 
you reach the district of 
Diaspola, be sure to bu; 
items in the town o: 
Raloshel. The merchant 
here sell the Golde 
Bough for 50,000 GothJ 
the same amount 
money you make 
sc 11 the Blac' * 

Deneb rewardswn 
the Glass Pumpkin whei 

yo«4eturii With _ 
.-Q^lden Bough.' If yo 
wqrt heartless and dyfcl 
forgive p^neb, ygtrwoni 
be able to pick up.th 
piass Pumpkuyhut yb 


can. 



One 


Develop specialized units with a 
high ALJ rating for liberating cities 
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Customize the classes of your 
characters to meet the uniotfe 
; challenges in eyaiynewljKia. 

■ these jrfagicaUtfols and ^ ~ ^ 

! how to usejtfuan to gain ^Pbmp^in (dlaOTeferre 

/&f to^as»"Pumpkin + -)in 

the toward' BaljbrThcs^ 
terrueftie also obtain© 
dornly t>y defeatin 

smashed ^armies. Rotte: 

: Pumpkins conver 
»reb 1 pumpkins into hal 

em You I ultimat 


ings leads you down the, v the winding advantage; 

path to the worst ending ' . QrCat 

I Putnpkm-^ f ! 


WINNING WITH 


# J 

most fascindt 



o up x>f your ■ jack-o’-lantern. 

■ 
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Rowdy Royalty 


I I Indead R ittes Rt;f usc 1x1,51 of ,5iese offers 

and Staffs ^ 1111111 he mentions the ! 

anu siu/fs stone. You may revisit the 

The Undead Ring is a ver-1 w izard and trade for the 
satile item useful for trans- ■ stone or staff at any future 
forming monsters and point in the game-just • 

humansmtopowerfulani- ■ make sure you have a | attack damages enemies : 
mated corpses. Undead Sentoul Demon or a - while healing. tt l? i ^neKoyaivauwiieo.i- 
Rings arc usually left •• Golden Beehive in your ■ vampyre slosMnt points. i Wts a normal Amazon 
behind by defeated ene- j inventory. The shop in the • Blood Ki/ses a r e onl y | fighter mto a princess, 
mv units. You can also i town of Raloshel on the • obtamediby players with 4 .- The princess is slightly 

j west coast of the land sells low reputation, Fujdthe : jnorejiowtiful than an 

m by defeating fandom j- am azoI ^but notasstrong 
The Wizard Borgnine dgCli ! enemies in Arttanjylaml as a nius^or shaman, 
not trade until Nornof the Temple Shaltna. /Hie , After odmpleting the land 
Diaspola is defeafed. Tfte • Blood Kiss jnfist be Used 
Stone of Dragos is the only L 3 kmght-the iteha is 

item that al/ows a beast destitiye^if you use iron 

id uat citrine oth^f chanlctefT 
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otten 
invert 
3 hal- 
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| master togMuuaiyw 
Ijeve 1 oUdragon master, 


IJndead Staffs are found in the dis 
tnctsof Antaniyl, Diaspo'a and 
Antna You must have a Sentoul 
Demon in your territotyto get one. _ f^iffteTUry- 

DratWs Jewel for i ' 

ijned Cjfy 1 Yqnfanaddauge 

army w 


beasAhan 

A 


one 


ittheRuj 
lid the Ch: 


v 


>g u P 

the 
fhen 
ict of 
>bity 
n of 
hants 
lden 
3oth, 
it of^ 
ffou 
earl, 
i with 
whei 
li fcKc 
f you-*] 
didrft 


: Ygn^anaaoangerrpanto 
yoild the Chaos Gate. >four army when you 
You can also-Wade tbr . obtain a Ft^MoorrStOne. 
)4rtok^>£ the DeatHvith I Tigci men areyveretigers. 
Badprtjrthe Magiciartin ! Examine your tiger men 
alnafiir an Uqdead j. rrnits in the daylight hours 
Tling. Tfie ritw6f Vakun< ■ and-you’ll find nothing 
' litfftetj'ln the l an d of j but beast men. 'The night- 
Jftnrom. Crtynv a wicked ! time sky invokes the lycan- 
zombie dragon by bsing thropic powers of tiger 

man units. The Full Moon 



Vampyrss hate daylight Make the 
most of your vampyre units after 
the sun clips below the horizon 

■ Howlin’ at the 


ipleni, revisit the 
of Chilfa and answer 
. _ question regarding ele- 
E gance and beauty. Your 
• answer does not matter, 
but your reputation level 
may deny you the crown 
_ jewels. Be sure to visit 
Chilfa when your reputa¬ 
tion level is halfway up the 
bar in the upper right 
hand corner of the screen. 


Moon 


the Undead Ring on a 
Tiamat- Mages become 
sorcerers when they 
obtain the Undead Staff. 
Undead Staffs are ran¬ 
domly found in the lands 
of Antanjyl, Diaspola and 
Antna. In order to obtain 
a staff, you must have a 
Sentoul Demon (listed as 
Demon" in your invento¬ 
ry). A sorcerer becomes a 
lich when you use the 
indead Ring on him. 


V 


Deadly Dragoner 


Use the Stone of Dragos 
on a beast master to create 
a dragoner. Speak to the 
Stupendous Wizard 
Borgnine in the city of 
Anglem in Diaspola. 
Anglem is located on the 
coastline in the upper 
right corner of the land. 


Stone must be used as an 
item to recruit a tiger man. 
These stones are random¬ 
ly left behind by defeated 
enemy units or given to 
you by a wizard in the 
town of Ochiwalo at the 
Fort Shnlamana District. 
If you choose to visit the 
wizard, be sure to include 
the Tome of Myths (also 
referred to as the Folio) in 
your inventory. This 
sacred book contains the 
records of the Myths of 
the Gods. Revisit die town 
of Mislata in the District of 
Zeginea to claim the tome 


There are two common 
methods for adding a 
werewolf to your army. 
You can recruit were¬ 
wolves by using vampyre 
leaders or you can use the 
Werewolf Virus on a f lght- 
er. Pick up the Werewolf 
Virus (it is listed as "Virus" 
in your inventory) by 
defeating Sirius in the dis¬ 
trict of Jannenia. If you 
defeat Sirius in the day¬ 
light you will not receive 


I ZODIAC STONES 

The twelve 7xxhac Stones 
in Ogre Battle arc just one 
of die types of treasures 
necessary for reaching die 
best ending in the game. 
The follow mg is a brief 
description of where 
some of the most obscure 
stones are located. 


■ Garnet 


V isit the temple up and 
left of where you start in 
die Slums of Zenobia. 


I Diamond 


j ifl 

*2 ' 3 # 
* *3 


i 


Love at First 
Byte 

A Blood Kiss transforms 
knights into vampyres. 

,__ Like the tiger man, the 

This wizard possesses sev- . vampyre fights best at 
cral valuable items in his . night His icon even looks 
inventory. He will like a coffin during the 
attempt to buy your : daylight hours. Vampyres 
Sentoul Demon with cash possess a unique attack 
or trade an Undead Staff. ’• called the‘life Suck. This 



Journey to the temple sur¬ 
rounded by mountain 
ranges in the hidden 
world of die Ruined City. 


(hxt U* mm » 
f* sm m i 

»• SffACH 
MVEI 

mw* 

> I 


Werewolf characters do not 
change as they advancem levels 


the Werewolf Virus. You 
must fight Sirius and 
defeat him in his werewolf 
form. While you might 
have to wait longer, the 
best mediod for building a 
werewolf unit is to recruit 
them during the later lev¬ 
els in die game. 


■ Pearl 

Give die Ginger Cake 
item to Posha in die city of 
Somyul in Diaspola 

■ 


Ruby 


Venture to the city of 
Sanbelna in Malano. 


I Emerald 


Journey to die temple in 
the middle of the map of 
the Island of Avalon. 
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From AqENT #910 

Super Spy Codes 

Like every good spy, you’ll need to have a few 
trtcks up your sleeve if you want to complete your 
mission in True Lies by Acclaim With the help of 
these great passwords, you’ll have all of the tricks 
you'll need—as well as all the weapons, lives and 
energy! Go to the Password screen before you 
begin a new game, enter any of the four special 
passwords, then highlight END and press any but¬ 
ton. If you enter the password correctly, the word 
Authorized will flash across the bottom of the 
screen. At this point you can either enter another 
password or press Start to begin a new game. 

Infinite Lives; BGLVS 


La 

*4 


% tUCfc* 


Go to the Password screen to 
enter the password, th»n go to the 
END option 


When you begin playing, you'll nev¬ 
er run out of extra lives! 


Infinite Energy: BGGRLY 


& 






Entering the password BGGRLY will Now you can finish your mission 
make you invincible easily! 


Full Weapons: BGWPNS 



Instead of collecting weapons 
throughout tho stage, enter the 
password BGWPNS 


You II begin the stage ormed to the 
teeth with every single weapon* 


Stage Select: MNCHT 




If you don't hove the time to work 
your wny to the end of the game, 
use this pessword 


The Stage Select screen will 
appear before you begin playing a 
new game 






J 
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From Accent #901 

Diagnostic Test 

This odd code allows you to view the Diagnostic Test 
that was built into the Mega Man X2 Game Pak. 
Before you turn on your Super NES, insert Controller 
11 and hold down the B Button. While holding the 
button, turn on the power and wait for the test to 
appear. It will run through several chip tests. This 
code is interesting, but it doesn’t affect your game 
play m any way. 

Hold B on Control Ier-H then 
turn on the Super NES 
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— From Aqent #294 

Practice Passwords 

SeaQuest DSV,by Malibu Games, puts you in com¬ 
mand of the mighty SeaQuest itself! With all of this 
new-found power, yon must keep the seas safe from 
pirates and other dangers. Some of the missions 
you’ll f ace are extremely difficult, so use these special 
passwords to improve your chances of success 1 Each 
of these passwords will take you to one of the mis¬ 
sions in thegame and set you up with 99 of each of die 
mmi-subs. You won’t be able to continue in thegame 
after you finish the mission, but the experience 
should ht lp you out when you play the noi mal game 


PLVTONM - Sector 0 
R3SCV3* - Sector 0 
SP33D3R - Sector I 
F1XTNKR-Sector I 
R34CT0R - Sector I 
S3CVRTY - Sector I 


D4R*W1N - Sector 2 
TOXIC4V - Sector 2 
PRISONR - Sector 2 
DRVGL4B - Sector 2 
B4TLSHP - Sector 2 
SHI3LD*-Sector 2 


* designates the SeaQuest symbol 






Start a new game, then hit the 
Select Button while you are on the 
overhead screen 


Select the PASS option in the lower 
right comer of the screen to go to 
the Pessword screen 


todf gli j 

l lmnpqr 

f * lr tu K q '? 
o * i <a * is £ 

*, •*>' k Vrg 

■dkr 


Enter any one of the special pa ss 
words, then select END from the 
nwflu 







You II start out in the mission you 
selected with a full complement of 
mim-subs 



if 
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When you practice the mission 
watch for hidden enemies 



After completing the mission you 
return to the Title screen 


StAK 


From AqENT #20J 

Yogi’s Stage Select 

Avoid all the pitfalls of Jelly stone Park with Yogi’s 
very own stage select code' On the Title screen press 
Up, Right, Down, Left, Y, B, Up, Right, Down, Left, B, 
Y, Up, Right, Down, Left then Start When you begin 
playing the game, all of the stages on the jellysione 
Park screen will be highlighted Move Yogi to any one 
of the slages that you want to visit, then press Start to 
begin playing. 

On the Title Screen, press Up. Right, 
Down, Left, Y, B, Up, Right, Down. Left, 
B, Y. Up, Right, Down, Left and Start. 




e 


When you play a normal game, you 
must work through the game one 
steQe at a time 



Wmt until the Title screen appears, 
then enter the Stage Select code 



•MIHII 

€«NSYftllCTaON 


SBIKNiNI«lkNf 

St >g 4 


If you enter the code correctly, all of 
the stages in Jellysione Park will 
appear on the screen 


% 


You can skip straight to the end of 
the game with little trouble 1 
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Press the L, R, and A Buttons at the 
same time to return to the Name 
Entry screen 


Go to the Member screen and high 
light the file you vug nt to chenge 


To viiiw the und crvdiis press A, B A 
B, A, B, A then B on the Title Screen 


For extra Continues press A, B, A, Y 
AendXonthe Title Screen 


ClUfiSE 3 


PCSlt.flCO 09V ttlMCWD *Y 
HfliUlfl OtOr-lLMI'C' 


PPUDftOMMra HY 

PtTEft M»»r> 


pnui MUD 


Whan the match begins, you‘11 fight 
like a whole* new wrestlerl 


BIBr*- 








From AqENT #582 

Force Codes 

Here art* a couple of codes that will help you finish 
Super Return of the Jedi, by JVC The first code gives 
you seven continues instead of the normal three with 
which you begin the game When you first turn on the 
game, don’t press any buttons while you wait for the 
Title screen to appear. If you quickly press A, B, A, Y, A 
and X, you will near ajawa yell and you’ll start a new 
game with the extra continues. If you still can’t finish 
the game, press A, B, A, B, A, B, A then B on the Title 
Screen. You will automatically go to the ending credits! 


-1AHINA 


HEIvaHl 


Enter the code lor your character 
from the list a bow, then change his 
stats 


4 Wk 

o i jthmi i : 

■ TRY MiZN *7 
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W. From AqENT #771 

Change Wrestler Stats 

You can adjust the abilities of your favorite wrestlers 
with these great codes, making them great fighters 
even if they’re normally pathetic Each wrestler has 
his or her own special code, so you’ll need to keep this 
list handy when you want to play. Go to the C :hai aetcr 
Select screen and highlight the wiestler of your 
choice, then press the Select Button to view the stats 
While the wrestler’s stats are on the sci een, f ind his or 
her special code on the list below, then use Controller 
I to enter the code and adjust the wrestler’s stats to 
your liking. NOTE; You must press all of die buttons 
in the codes at the same time to make it wot k coi rectly! 

Lex Luger - Down/Right and Start 
Bam Bam Bigelow - A, Y and Start 
Yokozuna - Up, A and Y 
Undertaker * Right, Y and Start 
Luna Vachon - Up/Right and A 
Shawn Michaels - Down/Left, A and Y 
Owen Hart - Up, A, Y and Start 
Razor Ramon - Left, A and Y 
Doink - Left, A, Y and Start 
Diesel - Down, A, Y and Start 
Bret Hart - Down/Left and Start 
123 Kid - Up/Left, A and Start 


Go to thF Character Select screen and Pre ss the Select Button to view the 
highlight the chcracteryouwanttouse statistics of your character 


r FROM AqENT #669 

Name Change 

Once you’ve started a game, you won’t normally be 
able to change your name without starting the game 
over. Agent #669 has discovered a way around this 
problem 1 Go to the Member screen and highlight the 
file you want to change. Hold the L and R Buttons 
then press the A Button to go to the Enter Name 
sci een. Af ter you enter your new name, go to OK and 
resume the game with your golfing achievements 
intact! 
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From AqtNT #444 

Dragon’s Haven 

Now that you have defeated everything in sight, and 
you’ve finished Ogre Battle, it’s time to test your skills 
against an even tougher opponent. This enemy is 
located in the secret area of Dragon’s Haven, and he s 
got a powerful army that’s out to get you To find this 
secret battle, begin a new game and enter your name 
as F1RESEAL. Answer the seven questions that the 
mystic seer asks you, then start the battle. You’ll 
appear in the hidden land with seven groups of pow¬ 
erful allies ready to go to war! 


Dragon’s Haven: FIRESEAL 



Start a new game and enter your 
n<3me os FSRESEAL 


Answer the mystic seer s ques 
tions then begin playing the gome 


You II begin the battle with seven 
powerful battle groups! 


Thsre are severe! helpful items hid' 
den in this lend, so be sure to seek 
them out 




Taking the trading town end the tom- The enemies are strong, so be ready 
pie north of your base will help keep for e tough fight 
your troops supplied 


STAR TREK, 

STARFL€€T ACADEMY 


From AqENT #500 

Extra Ships 

You can add two ship to your fleet when you enter 
the Combat Simulator with the help of this code. Go 
to the Ship Select sci een bef 01 e entering the simula¬ 
tor and hold die L, R and Select Buttons While hold¬ 
ing these buttons, pi ess A, Y, B then Y to make the 
other ships appear. If you entei id the code coi rertly. 
both Excelsior and the Phoenix will have been added 
to your fleet! This code will also work when yon play 
in the two-player mode 

On the Ship Select screen, hold 
the L, R. and Select Buttons, 
While holding these Buttons, 
press A, Y, B then Y. 






p 


aw Wtm* 


On the Ship Select screen, hold the 
U R and Select Buttons 














Whilp holding those buttons, press 
A Y, B and Y to mnkothp other ships 
appear 


SEND US YOUR CODESl 

A popular activity among Nintendo game players is developing 
tips and strategies. If you would like to share your own special 
tips with us, send them in! Choose your own three-digit agent 
number and be sure to include it with your codes. 


Our Address is: 

Nintendo Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 
98073-9733 


I 

73 


* 


♦ • 


















































Thes^: days, players demand ■■■■ 
detailed plots and sophisticated HjtgSg 

animation along with lull ran- 

d. -i. d graphics and o i > sound. 

Bach then though, garnet s wei 
blown awav bv the tin.ana seen 
concept and its execution bv the at ' ^ 

gt amen i s. ■■■‘"W; 

In fact, even though the 
j, IVl*'teeC a comprised mostly of i 


but they do benefit) fin; 
from the addition! anc 
of a password fea- deli 
lure Thispakis tha 
ohvioush not on tin; mu 
cutting e< Ige. but for gan 
you collectors and! sen 
completists, hei c - 

vour chance to ow n_ 

a classic trilogy. 



1 **f(» 

IIIH Ml 

mu» 

MS 

ffW 













































KvwlFv 

It may have simpler graphics, but Nin|a 
Gaiden can still pose quite a challenge 


Which wnv do you go 9 
Ryu s climbing ability adds 
some dimension to the side 
scrolling piny 


Ninja Gaiden II: The Dai k Swoid of 
Chaos was a big enough hit to merit its 
own Nintendo Power strategy guide, 
complete with a special photo section 
detailing ninja history, tactics and 
weapons. The graphics, sound and other 
game features are very similar to the fu st 
title's, but the play control is markedly 
improved in this installment. 


Uieie.sawiflej variety ol common 
enemies and even more interesting 
bosses in this game 


Ryu's adventures take him 10 ever 
more exotic locales 


L ^ but c rtamly not least. Ninja G iden III: The 
indent Ship of Doom was id ; .scd in 1991 and 
reviewed in Nintendo Power Volume 27. The 
final chapter ot tin saga boasts the best graphics 
and play control of the series, and fans were 
delighted with the intricate murder mystery plot 
that pits Ryu against human conspiratois and 
mutant thugs. This was the last Ninja Gaiden 
game that Tecmo produced tor the NES, but the 
senes went out with a bang! 


This time, it s ninja stall and 
mysticism against the high- 
tech powers and weapons of 
renegade scientists 


.VteSS START 


ms CLASSICS 

The original Ninja Gaiden games had 1-ups, but there 
were no continues, if you lost your lives, then you had to 
start over from the beginning. Judging from the number 
of calls we got on om game play line, it seemed pretty di {- 
limit to finish any one of these games in one sitting. Some- 
players called just to find out what the next cinema scene 
was all about! The password feature should make it a lot 
easier to get through the games and watch the stories 
unfold. After the main title screen, you’ll be able to enter a 
password 01 start anew game. 


Originally reviewed in Nintendo Power 
Volumes 5 and 6, Ninja Gaiden intro¬ 
duces us to Ryu Hayabusa, and it features 
lots of items and cool power-ups. Power- 
up icons are blank until you slash them 
with your sword and the specific symbol 
is revealed. Play control can be finicky, 
which can result in your collectinga pow- 
ei -up that you don’t want 



































































































After his father’s death at the 
hands of a mysterious opponent, 
Ryu finds a letter directing him 
to America to find a man named 
Walter Smith. Burning with a 
desire for revenge, he takes up the 
Dragon Sword and begins his 
quest! k 


The Jetter from his fai 
starts Ryu off onajoi 
ney that will take him 
across the globe to fa 
many dearil yopponen 


The action stai tlon the sti eets t with 
lots ot nnsavoi y tvpes lui king about, 
Thugs, ninjas and even wild dogs arc M 
ai ound every coi ner, waiting to 
sti ike This is a good place to prat t ice L — 
basic game conti ol, especially waL,/ 
jumping technique ThCfeitr^'tettTfr pow- 
ei boosts, the items that fuel youi ninja arts 
(special attacks), so you don’t have to worry 
about wasting power points. The enemies 
are n’t hard ip beat, but vpu should watch 


Use this stage to experiment with each nin¬ 
ja art to see what it does and how much 
power it uses 


Hit Power-Ups while jumping straight 
up nnd down, so you can see what they 
are before you absorb them. 


Afrci you defeat a gang leader, a woman suddt 
you! You regain consciousness in a cell, only t< 
give youAStiange statue and set you free. As you 
battle your wsif out of The Outpost, you’ll find 
that this stage is 11101 e demanding than Act One. 
Many of the lumps are long, and you can’t be 
sui e of whars aci oss the wav. Tbe Jump and 
Slash technique is handy. W 


Be careful about your 
jumps, but don’t 
waste time The 
stage is Jong, so keep 
an eye on the timer. 
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NINJA GAIDEN 
TRILOGY 


5 father 
3jour* 
him 
□ face 
nents. 


Enemies come at you from above and 
below You should perfect your 
jumping and climbing skills. 


down into his deepest dungeon, hut you can’t give up yet! Most of tht 
sta g C j s S p eIlt climbing and jumping from platform to platform 
sj Try to collect the Unlike the pi evious stage, though, you can afford to dash past enemies 

-Tewheel Power-Ups ^.houtaifaging 

You finally defeat Jacquio’s champion, but he retaliates by k 

revealing Shocking details about your father. Act Six chal- _ f fg 
lenges not only your physical prowess but your faith in your 
father! Are you ready for”the truth?! ’ * 4 f 
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Unbeknownst to Ryu, Jacquio was but a pawn in 
a much larger game of evil. A year after his 
first adventure, Ryu isdrawn once again, you find your- 

- • . • ^ ^ salt travelina the Qlobe 


This game 1 euiiS s you with Irene Lew, the 
CIA agent you met during your first adven 
I ui e. You'll also encounter a new ally, Robcn 
Sturgeon, a U S. Army Intelligence special 
opei ativc. Like the original, the first (and eas 
lest) stage is set in the city. You’re walking 
along,just enjoying your vacation, when 
you’re suddenly attacked. Taking to the 
rooftops to avoid trouble, you run smack dab 
into more of it! Flying killer bats and ninjas 
leaping from below appear early on, so it's 

best to practice your 
timing now, before 

T 'ns •> 11 nek is only the trust 

inslr . cf lie dare *.-r 1 3 curffc 

: What dots Ashlar save 

planned for yo„ ? ror the 
world’ 


a again, the Power-Ups are 
k until you hit them If you find 
wer-Up you like, stick with it 


Use the driving snow as on 
indicator of wnich way the 
wind is blowing You can 
ba blown nto on attack or 
off n clrffl, 
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NINJA GAIDEN 
TRILOGY 


You manage to rH eafBSYonSpider, leader 
of the tribesmen™ Chaos. He taunts you 
by revealing the true nat ure of the threat to 
the world, led by his master, Ashtar. You 
also discover that Irene is being held in the 
Tower of Lahja, and you lose no time in 
going after her! The foi - ■ 
est path to the Tower 


is 

treacherous, and parts of 
Hare only visible when 
the lightning Hashes. Try 
to conserve as much ninja 
art power as you can, as 
you'll need all of it when 
you get to the boss. 


Nflja doubles will come m handy 
throughout the stage, and are 
especially helpful against the 
Tower' s cyborg guardian 


The stairs can leave you vulnerable to 
attacks from various angles Try to find 
spots where you re shielded 


ew, me 
adven- 
Robert 
special 
Liid eas- 
alkmg 
, when 
, to the 
ack dab 
i ninjas 
i, so it’s 
ce your 
before 
ally get 


Flush witliJKc ®Tfcniat having found Irene, your joy 
turns to shock aSishtar appears and blasts you with the 
power of the Dane Sword. Robert joins you, but it's too 
late Ashtar flies off with Irene, challenging you to follow 

, __ j IIX/!JJpIlW.JTB him into the Maze of 
11 fllffliffifff Darkness! The first part of 

jumps, make the going 

KVrq * y "' STr W i especially treacherous. 


The tentacled Goblins 
Eye looks reletively harm¬ 
less, but he can take a lot 
of bars off of your life 
meter 

You may be tempted to 
rush to beat the timer, but 
the PowerTIps are defi¬ 
nitely worth a few sec- 
ondsofyour time 


the tiniest 
■rto come 
have 
or the 


With tl^flt-Mnt^gothcr of Ashlar's servants you 
might inink iMt your ordeal in the Maze of Darkness 
is over Thmragatn! Ashtar appears long enough to 
taunt you once more, threatening Irene’s life if you 
don't fight him. Despite Irene’s protests, you plunge 
farther into the darkness __ j.i im 
ahead If you've gotten 

*1 IN mvi l pa. an i pRSfflRsR 

1-Ups. Be careful as you 

collect each item, though, ^ Jj 

as you want to retain the frtifrn fmrj 

Invincible 1 m Wheel 
power if at all pc issible, 


her than 
him for 
ou hop a 
vants of 
s fury of 
ount tlu 


S ' uraaon b woro against 
tar's Dark Sword! 

■ 

Ashtar’s powers prove no match for your skill and determination. 
But victory ts short lived, as Irene'reveals that a greater battle lies 
ahead, one that will take yoo to the Heart of Darkness! 4 





















































Ryu finds himself a wanted man, framed for 
the murder of his friend and partner, CIA 
agent Irene Lew. He vows to bring 


Wffi the ancient arts of 
the ninja be a match for 
armored warriors with 
advanced weaponry? 


her killer to justice, and he starts 
with the secret laboratory com¬ 
plex she was investigating before 
she fell to Her death. 


Besides hfTvinWmpTTlted graphics, 
sound and play wntrol, this final mis¬ 
sion features dif f erent ninja arts and 
moves. The Power-Ups are now 
labeled, so you can see what you’ll get 


before you hit it This is handy during 

the fust stage, givingJtjtoi a chance to 

sample each new ninja a’rtnnd see its 

( f fects Yon also gcL jl c'lfiWU- trrpja^ 

ttce your new abilWto grab onto plat- 

forms from below 

and swing up Lherr’s ' i|STs5r®>3S 

lot s of climbgjg 

and the plat! on^s $£ 

crammetif|ritb 

nues. --acaK’ivCy 


The graphics have more 
detail, and the colors are 
more vibrant, making it 
easier tosee mdividual 
sprites 


The strategy tor this boss is much like theothcr 
stage bosses avoid his shots andhit him from b- 


Besides trying to figure out your new 
opponents'weaknesses, you also have 
tocontend with quicksand 


f ogress You journey across a desert 
anaintoa series of caves, each popu- 
lated by .ynyriad of mutants, no 
doubt pi Jfiuced in the Jab you visit¬ 
ed earlier. 






































































NINJA GAIDEN 
TRILOGY 


Rock, he looks sm prised You don't 
have time to wondei about his icle in 
this crisis, and you rush onwai d into 
the steamy Amazon forest. Use the 
thick jungle vines to cross the pu anha 
infested watei s Moving platf orms 
can be both helpful and dangerous, so 
time your jumps and ducks cai ef i illy. 


ou'reconfioinfd by the video image 
I Mr Foster, Irene’s boss at the CIA 
lesccms to be in command, but when 
du ask if Irene is being held in Castle 


These mutant creatures roll 
about the underground pas¬ 
sages, posing a bigger threat 
than you might think 


Does Foster have anything to do 
withJrene? Ons the stranger 
leading you astray for reasons 
of his own’ 


The nwsie Wusstrfrnger returns, and this time, he 
claims to be i ** one responsible for whatever has hap¬ 
pened to Irene. Why is he doing this? Can you trust 
anything he’s told you? You don’t know if ■ 

Irene is dead or alive, but you’ve gone too 
far to turn back now. You’ve reached the WNWfll 
foundations ol Castle Rock, and now you 
must na\ igate through its dungeons. The 
i it in k vel is lined by huge spikes, and the 
whok point is not to get impaled! Falling 
is not always fatal, but you can be sure that ^ 

one misstep here will be your last. 


Your success here depends on your climbing 
and jumping skills Keep an eye out for any 
patterns. 


& other first 
frombehmdi 


nc stranger finally 


14 --' > 

B'lecn battling. — 

■ iiincy urges yon to go aftei Foster. You for sure what's happened to Irene, you’ll 
H Afethat Clancy's motives are probably take no chances by going against Clancy, 
3j fcthan honorable, but until you find out It's time to breach the Castle Rock fortress! 

Ilk As the reSt the saga P* a y s out throu g h two k 

| I fJ more Acts, you finally learn the truth about fW 

| JlS^^lrene, Clancy, Castle Rock and the Ancient 
| jnk , Ship of Doom. Ryu Hayabusa, your ultimate 
! rf 1 destiny awaitsl ** A 4 t * 1 


High lying enemies abound, and 
you'll have to trust that the moving 
platforms are taking you where you 
want tg go ** 
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c Dredd closely followsBie sto- 
edd’s honorable rccor is sud- 
ol murder. The action loesn’t 


I he seven-stage Game Boy vetsion of Ji 
1 v line ol the Sylvester Stallone movie, 
daily worth nothing when he is convic 
let up as Dredd searches for evi- 
ck ru e that will t ximemte him and 
bi ing the real wrongdoer to justice! 


Judge Dredd uses his brains as much as brute foi cc. He 
should often arrest perpetrators instead of simply sen¬ 
tencing every thug on the spot. Arrested perps ofteyi 


drop valuable Power-Ups. What’s 
more, they’ll win Judge Dredd an 
arrest bonus at the end of each 
stage. The Judge should also take 
the time to poke walls and check 
out crawl spaces for Power-Ups 
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f35fOri irrttv 

hedo 5 rarvtf - 


The Great Atomic War 9 
2070 has devastated th 
land and unleased crln% 
nal farces that threats 
to destray Amerlce 
Conventional lege 
authorities hove prayEj 
Incapoble of controlir , 
the rioters, gangste 
and caffeine dealer? 
Finally, an all-powerf. 
force af Judges Is cr*t 
ed. Acting as judge, |j 
and executioner, they e-j 
truly the court af lcej 
appeal. Judge Dredd, r 
tap judge in servl© 
foces sinister forces ir 
threaten ta destroy ht 
and the system of just* 
he has vowed ta uphole 
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JUDGE DREDD 


Anti-gravit y devices, those technological 
valuable Power Ups but lose their power 


Dredd s constant companion is the cus 


tomized qun known as the LawptfftjtfttiM 
ffind (OTfflanTOfft fire the many different 
typesfcf ammo Dredd finds on his way, mclud 


valuablePower Ups butlose their power 
after a brief time Dredd should look careful 
tybeforohe leaps. 


mg Grenades, 
Heat Seekers 
and Ricochet 
Missiles. 


You have to give that Zed cfpdit Like a true wamor 

h s alts MM B ,r ^t n l > i i 1 tf l lr nfl w' 1 on1 Y be earned 
out on his shield Tmlsnlng Otf tho chief squatter 
requires lots of Judge Dredtfs Grenades 


K K iOO = ooao 

******-* 2 *SSo+ 


tlOi’t HP 

vow Ht t*oo ** 

VOUH SCOftE 
©oo-jftioo 

S>S>5X»OttO 


radiation-blast cd wastAand cov 


Curse JEarth is the appropriate name for t 
ering most of America. Incorrigible law-bftakers in the Aspen PenJ Colony, 
set in the middle of Cursed Earth, have floted and seized hostagls. Judge 
Dredd’s primary objective is to close all security doors in die prison His sec¬ 
ondary objective is to free all the hostages.* o do both, he 11 have to warch the 


ccllblocks above and even the sewers below 


Once freed, the astatic hostages want to 
hit the road es fat ns possible Judge Dredd 
will want to takflhis time poking through 
Aspen's walls, tlbugh, because Power-Ups 


Sealing the security doors won't be easy 
JudgeDrodd will first have to get to the 
computer terminals placed throughout Ihe 

B ison «iid engage the locking procedure. 
aturaMy, the prisoners h*ve posted their 
toughest rioters to guard the hardware 


are often conco 
like this Extra Li 
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Aggressive perps armed with flamethrowers 
patrol the city sewers, doing their best to keep 
the arsenal outof Drcdd's way Noperpauards 
the Extra Life stashed in e cranny, though. 

/ - WhenDredd 

Wa X*- a. reachesan 

anti-gravity 


lift, he should 
cut back to 
the ladderand 
crawl through 
the nearby 
wall 


<3UOCB. Oft£0O/ 
VO’J iinvE 
Fount* curtrv of 
UU»D£St OF 
UflllllOMO. 

rtl^ OH^ Of* lifj 




Judge Fargo tells Dredd 
tnaTtnedooKO^^w holds the secret that will 
exonerate him Dredd must now plumb the 
depths of Cursed Earth to find the book One slip 
in Cursed Caverns and he is lost forever! 


By tradition, retire d ludgesen^fa fe flj ^ &W 
" thl lull Olti purled land of Curseotartn 
Drldd must get to Judge Fargo before his men 
torfades away, but it won't be easy The 
Angel Clan is determined to exterminate all 
■■ mUud bfsl— ^ 


GiTaMunja are invulnerable to all bullets ana 
bombs Judge Dredd will have to take them on in 
hand-to-hand combat That's 0 K, because he 
was stripped of all weapons except for the 
^ giver and General-Purpo^p ells after 

convicted. 


must ais 

OiS OF Lav UiliCH 
onrns ns caucxae, 
tnFOsinnrson to 
el? he e*s diooB »v 


o is Diedd’s gent tic 
investigatingjudges 
rough the sewers of 


ht-s the Halls of 
pvc his innocence 
on entering, he 
e been assas^^r 
K ico’s svtjdnnde- 


1 last, Judge Dredd re* 
J&ticc, where he hopes to 
tl the assembled judges. 1 
(•covers that the judges h 
til by Rico! Dredd must fin 
Jay by using the Central 


Even though he was unjustly convicted, Judge 
Dredd still upholds the law He should arrest, but 
not sentence, the Judge Hunters terrorizing the 
Hells of Justice Dredowill also have to move 

m pr^N quickly if he 

want s t o 
WWBth€T“ 
fnst-moJng 
gun cars I 
I patroliingthe 
|JH mrrf-blu cOrn- 
dors. I 


A series of high-security electric gates in the 
Halls of Justice requires Judge Dredd to turn 
detective He must track down Security Door 


TisertTiemin 
the prdier 
computer 
consolis to 
deacti®tt 


The Brlok of I.aw reveals that ex-Judge 
twin. It was Rico’s DNA, not Dredd’s, that 
found on the murder weapon! Returning 
Mega-City One, Dredd will have 
to arm himself for the showdown 
with Rico by cracking open every 
ammo box he can find. 


Back on the mean streets of Mege-City One, 
Dredd can ride e net work of anti-gravity 
devices to more ammo supplies Leaping aboard 
these non-stop devices requires split-second- 
timing. though 
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fudge 
brants 
^decide 
life wi 
Dredd’ 


. redd ls framtd for murder! Forthnatelf tradi 
ct iring | hiefjt jdg es o ne fi n.l rulingJChief jlidge F<t go 
to retut so hecan commutq Dredm. deathfeenterffe to 
nout parole in Rspcn Penal Colony En route to Aspen, 
s shuttle is shot down by the diabolical Angel Clan, 
ftm and must seek the wisdom of Judge Fargo while 
iff the ruthless denizens of Cursed Faith 
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JUDGE DREDD 


The Central Terminal reveals that Drcdd's evil twin las fled to the 
(anus Lab, a secret cloning facility hidden in die rums of the Statue of 
1 i heriy . A Ipnrilion of outlawed Atomic Biological Chemical (ABC) 
W[ii hots stinds guard at the statue. Judge Dredd will need all his 
dill jcitv anil ammo to batde these awesome automatons! - 


Thesl hard-hitting behemoths have been programmed to 

K jr all interlopers with lettal heat-seeking missiles 
J will have to stand his ground and blast away with 
Hioh Exp losive M ssiles and Armor-Piercing Missiles He 
snoulaoe toiflmato take a few hits, because the Warb^J 
are only vulnerable when facing an enemy 


The fiendish mind of Rico has laid some 
ifcceptwe traps tor anyone who wuwki 


to enter the Janus Lab A fleet of anti Grav¬ 
ity devices outside the statue and inside the 
lab can carry Judge Dredd to where he 


Upon discovering that Judge Dredd has entered the Jaittis Lab, Rico hatch¬ 
es aft army of half-formed Jones from the lab's riming tubes. These 
hideous creatures pursue Bredd, who must also Amend with ABC 
Waibots, flame-throwing ptwps, anti-gravity deviceAnd exposed heat 
f 1 ik'S that threaten to burn him at any moment I _ 


ypntstpQQ. Thys e devices are seemingly 
simple to step orient are actually quite 
treacherous One false step could be Judge 
Dredd s last 1 


Withftheir steel fists, Warbots can ham 
Judg® rodd into hamburaor Portunatel 
can oltrun and out-jump these slow- me 
bruises and their heat-seeking missiles 
trastlhe done hatchlings move very h 
Dredfehould stay out of thoir range byj 
aneafc 


Dredd needs to pull tlfeplugbn Ricosieisiwr 
of biological warfareBodo that, he will need 
to get to the compute - terminals stationed 
throughout the lab hflean u se the terminals 
to cut off the elect™ y th^puneu ihe - ™ 
cloning tubes I I 


y ladder, then shoot them with Gijeral- 
■■ . --. PurposJBhdis. 


fiurooMrt iiurs;ire 
s^miias. j is riou 

Tsam nertu 


Rico has fled to tluBp of the Statue of Liberty! To reach him, Judge 

Dredd will ha^RHilow up die panels controlling a selies of electric 

gates inside the statue. Once outside, 

he'll find Rico zipping around the ~;X c— 

lady's head in a fast-movmg 

ty device. Dredd 

will have to | tw wri 

his ground] and 

unload everyjHeat P* m ME USHVB 

Seeker and Double \ z ggg - 

£& dEiiitld voyifi 
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Defeat this sword-toting opponent repeatedly 
to raise your Magic Fairy Levels 


Rising bubbles warn you that your character s 
ittaCK power is reduced by half 


Courvt«r-ctu pel %t n_ 
Ingr«df*rtt unknown. 


Remedy theeffectsof poison with an Antidote' 
Herb or by staying at an inn. 


R ising bubbles do not mean 
you're suffering from indi¬ 
gestion Floating bubbles 
indicate that your character is poi¬ 
soned Some enemies—especially 
scorpions—can poison you during 
the adventure Poison fountains 
and traps also cause this condition. 
While poisoned, your attack power 
is reduced by half. Remedy the con¬ 
dition by using an Antidote Herb or 
staying overnight at aninn. 


O ne great location to build die 
levels of your Magic Fairies is 
north of Toronto You can¬ 
not go to Toronto until you show the* 
Plaque to Ranel’s grandfather in Arcs. 


Turn around and walk back down th 


the 

narrow passage When you return, the 
same enemy will be waiting for you 1 
again. Keep repeating this patten 
until your magic levels are bu ilt up. 


Need to build up magic levels? Look for the pas¬ 
sage north of the town of Toronto 


Walk north ol the town past die mesa 
with die archer. Continue up a canyon 
and fight the hunched-over hench¬ 
men with the curved sword. Defeating 
this opponent gives you a Fairy Gem 
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SPIDER-MAN 


HOW DO I ACTIVATE THE 
OTHER SUPERHEROES? 



I n order to activate another 
supei hero besides Spidcy, 
you need to collect a Guest 
Heio Pick Up icon T his item looks 
like a colored circle with the num¬ 
ber "4" in the middle The coloi of 
the icon determines which supei 
ha o will be activated. Pick Ups ai e 
commonly found in the Sewers, but 
vou cannot change to a new Super 
Hero iu this area. 




Finding a Guest Hero Pick Up in the Sewers leads 
to fantastic fighting opportunities. 


You'll be able to use Reed Richards, Mr Fantastic, 
when you find Die blueGuestHeroPickUp 





HOW DO I DEFEAT GKEEN GOBLIN? 



Q i een Goblin is out to i uin 
Spidey's day in the pai k 
Stand at the edge of the 
shaft where you entered the 


Goblin's Ian. When your foe hovers 
close, kick him in the tot so. Crouch 
to avoid bombs thrown your dn ec~ 
tion Keep repeating this routine 


uuul Goblin jumps off his hover¬ 
craft. Kick at his head and move 
back to the shaft. Duplicate this pat¬ 
tern until Green Goblin’s gone! 





Dantget bombed by this green meamel Stand 
by the shaft as he hovers nearby 


Wait for the Goblin to fly nearby in his hover¬ 
craft, then jumpup andkick him in the torsol 


Green Goblin hates being treated like e soccer 
ball 1 Kick this guy around to finish him off 



I 


HOW DO I DEFEAT DR. OC TOPUS? 


I- 




A voiding the sticky gnp of 
Di. Octopus is tricky, but 
vou can use the deranged 
scientist’s own weapons against him. 
Activate the laser by jumping up on 


the right side of the screen and 
swinging back left to hit the switch 
above the laser chambei Now bait 
Di. Octopus into the rente! of the 
laser chambei Surprise him with a 


web attack to his face. The Doctoi 
will l>e tcmpoi ai ily blinded by web 
attacks and won't be able to avoid 
the piei emg power of the lasers 
Keep at it until he’s sushi! 










4 


Keep out of Doc Ock s deadly grip—climb up tho 
right side of the room to the laser switch. 


Lure tho bad doctor to the center of the laser 
chamber You re the only bait available! 


Dr Octopus hates webs in his face! Sling a web 
at him and watch the laser light show 
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Lenn Wilson 


Winning a For tune, Lovers or Tomporance card 
boosts your reputation gauge 


If White Magic or holy weapons are unavailable, 
re vie w y o uri ar o t Card in ven to r y 


V OGRE BATTLE 

HOW DO I IMPROVE MY 
REPUTATION? 


Repu^itn 
%i» nts - 


Dueling with the departed is a frustrating expe- 
nence-they have nothing else to lose. 


The Mystic Staff and Rune Axe are effective 
weapons againsts skeletons and ghosts 


HOW DO I GET CANOPUS TO IOIN ME? 


E agle man (Canopus is a pow- 
erful addition to your 
forces Youcanfindhimin 
the City of Bah'Wahl in the Sharoin 
Disti ict. Liberate the hidden town 
of Lenikan, located in a forest 


clearing in the lower center of the 
map, and Chang’Ga, the city direct¬ 
ly north of Lenikan. Venture to the 
map’s southwest corner and walk to 
the end of the road, where you'll 
uncover a hidden temple. Talk to 


Y uha and then travel to the town of 
Latmgui Here you will learn thi 
Yulia is Canopus’s sister. Receivi 
the Wings of Victoi y by talking t< 
her again Canopus joins you whet 
you take the Wings to him. 


9 ^ 


Cnnopus is supportive of your cause, but not 
enough to foin you Can you convince him? 
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^— 1 

Uncover this hidden Roshian Temple and talk 
with a mysterious woman named Yulia 


Thank m Please take thir 
'Uim sF Uictari'. This ms 
si ven tt the* hs lint Srait 


The Wings of Victory are the proof Canopus j 
needs to foin your army Yulia gives them toyoi 


I n addition to taking territory, 
there ai e a vai lety of methods 
for raising your reputation. 
Receiving a Fortune, Lovers, or 
Temperance card improves your 
level. Libel ating towns with ai mies 
possessing a high alignment woi ks, 
and fighting forces stiongcr than 
your ai my raises youi reputation, 
too. Discovering towns and tem¬ 
ples oi running from unbeatable 
battles leads to fante and fortune. 


Be a good leadar When liberating a town, 
select an army with a high alignment level 


H( )W DO I DEfEAl UNDEAD ENEMIES? 


S keletons, ghosts and other 
undead enemies can only be 
defeated by weapons or 
spells containing White Magic. 
White Magic appears in a variety of 


forms in the game Clerics cast White 
Magic spells. Some weapons, like the 
Rune Axe and Mystic Staff are made 
of White Magic. If Clerics or holy 
weapons are not available, review 


your Tarot raid inventory, 
judgment card effecti vely concludes! 
the dawn of the living dead. Ke 
this card at hand as you progri 
through the game 
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wmi-hhl;- 


say 


WHAT DO 
HEADS? 


DO WITH THE HORSE 



town of 
urn that 
Receive 
Iking to 
,u when 


•f 


T he horse head, or knight, 
chess pieces lying around 
the Face Shrine and Eagle's 
Tower confound many Zelda fans. 
This puzzle is unique to the Link's 
Awakening game. Pick up the 
heads and throw them about the 
room. If both heads land upright, 
the door will open. Getting the 
heads to land on their feet takes 
some patience, but you need to do it 
to complete the entire maze. 




i>»■ ■<tnnn 


mamm ■ p bch 


What s up with these horse heads lying around in 
the rooms with dosed doors 7 


Throw the horsehcedsantil they land uprig 
This is the only way to open some locked dc 


ight 

oors 



Wl IV DOES EVERYC )NE CALL Mr "THIEF?" 



T he only reason everyone in 
the game would call you a 
thief is that you stole an item 
from the Tool Shop in Mabe Village. 
If you return to the shop, the store 


owner will zap you with a bolt of 
lightning. If you have the shovel, 
you can finish the game, but every¬ 
one will call you "thief,” and you’ll 
never be able to buy anything at the 


shop again. You cannot return the 
stolen merchandise. Ci ime doesn't 
pay on Koholint Island. If you don't 
want to be branded as a criminal, 
reset your game and play it straight 





Cnmfi daesn t pay Rip off this shopkeeper and 
twllrip you in half with a lightning bolt 


Stealing f rom the shop results in a name change 
From now on your name will be "Thief 


If you're notenjoymg your life of crime, reset 
your game if you haven't already saved it 


Q R A FAST FACTS 




I Canopus 
sthfcjTii to you. 


Lethal Enforcer 

fl; Ho w do I destroy the mini- tanks in the 
1 Chermcel Factory? 

A: Stioot at the laser cannons until they 
blow up. 

It Can 1 use the Super Scope? 

A: No. You need the speciel light gun 
thet comes with the game 
(fc Cant reload the Mwhme Gun or 
Grenade Leuncher? 

A: No 


Aladdin 

Q: What is the Gold Bug inside some of the 
treasure boxes? 

Pi Thet's a Scereb.lt lets you play the 
Break Time gamel 

Q; Whet is thet rolled-up piece of paper? 

Pi Thet's the MagicCer pet that allows Aladdin 
to fly through the air 

Q. Howmany endings are there? 

Pc Two Collect all the gems to get the 
second ending. 


Counselors’ Comer 
PO. Box 97033 
Redmond, WA 91073-9739 

Ultima; Runes of Virtue ^ 

CL How do I rase my attributes? 

A: Find the Runes in the game 

CL What if I lose my ship? 

A: Walk the shoreline until another pirate 

ship attacks. 

Q: Cen I get the chests oh the 
conveyor belt m Yew 7 
Pi No. The chestsare there to block 
yourpeth. 
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GOOD 


A Game Boy, but it yon own a Nujkt ^amc 
M Boy, you can really appreciate the 
enhancements in this Game Pak. There are 
three different skill levels, so you can gradually work up to being 
the Asteroid blasting ■ .—- - — ^ 

hotshot from [ J \ X- a 
J your glory days! 

4j There are also 

^ two different Z770 « P 

|f graphics styles; fyn ^ g 

3 graphics style ^ 2® % H 

^ with rendered ■SI ~ 1 

J5 space-rocks and IU| m. 

■ a fancy little b||9 E 

S9 ship, or the clas- BM HK 

sic, vector graph- 

you fly a triangular 
space cruiser triangle! 


Are things getting elittle too tight for you toescape to safety? You should really 
try to avoid heavy traffic, but it cen be tough to keep an eye on all of those aster¬ 
oids' Rather than sitting still in the center of the 1 ^ 

screen, pive the thru sters a light blast once in a j 


way if you keep 
moving Italicise 
fells, hit theft 
Button to use tha 
Hyoerspace It's a 
risky move, but it's 
hotter than being 
crushed. 
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ASTEROIDS 

MISSILE COMMAND 


Game Paks featuring the best of the classics. 
Now players can own an entire arcade's worth 
of these timeless hits! 


iVhat better classic game to team up with Asteroids than^^BJ 
Missile Command? Either of these games on its own woiri d^j p^ 

--- be a score, but the fact 

that both games are in 
this Pak make it a “must 
1 H| buv" for classic game 

! penren * B fans. While Asteroids is® - 

I 2 x points Kl almost an exact transla-^_ " 
I DercND NC>< pork BR t i on f rom th e arc ad 
! EJ Missile Command went^^^ 

I i - vim ~-vt pL through a few nccessary^^ 

changes. The original arcade game 
hadrnM«kr>creen,soy(>ii Weri ibh 
to shoot f rom three dif ferent missile 
caches. In this version of the game, you have a narrower screen, so 
you need only two caches, which conveniently corresponds with the 
two buttons on your Game Boy. You'll 
miss the old tr:i« kboll v>h* uvouYe.um* 

mg your shots because the G mtrol Pad BFifa . —- 

isn’t rnpablt of tin same speedor accu- 
ncy. While it’» possible to play a two- JW 
player game using the Super gy 

5 Game Boy, it seems strange that H 
you don’t use both Controllers. L=4| 

Instead. * 

r^TS-T.i both players |3 - 

5 + * «« x* F Controller I, 

| % | passing it off 

| Q between 

\ f U turns. All 1 

I ^ iii in I ail it’s Missile 

(-■« mmiand with some gi eat ne w twists. 


You havs only two caches of missiles, so 
you must he carefuI when you use them If 
you mn out of missiles, you'll bedefensa- 
less until the endof the round, so survival 
willbeentirely a matter of luck Each of 
your missiles will cause a large explosion 
when it reaches its destination, so try to 
aim your shots so that they tako out sev¬ 
eral missiles at a time Remember, if an 
inemy missile hits yourcache, you’ll losa 
your missilcsl 


WATCH YOUR SHOT 
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Wlit'n we say that this game will bug yoiu 
we mean that in a good way— the bugs ari 
» everywhere in this classic title! If you 

thought 

Asteroids H | T » 1 ~ 

had simple ^ HH 

controls, Eg h 

check out Ej i T tfcl 

Centipede. Ifl * Jcl 

The origi- 19 ^ TBB 

had only a SlSB 

fire button 

and a trackball, but this version uses tht 
Control Pad and a fire Button. Like MissiU 
Command, the Game Pak is an updated 
translation from the original arcade game 
The screen had to be reconfigured to fit or 
the Game Boy, but with a few adjustment! 
you can play Centipede like you did in tht 
past. To make the game more challenging 

1_ there are four skill levels and a grea 

player game that uses both con 


two* 

trailers when you use the Super Gan 
Boy. The same addictive properties th 
made Centipede a classic have surviv 
the translation, so if you can’t put dovt 
your Game Boy don’t blame us— 
we warned you! H 


There are several different dugs in this game that are not necessary for you iu delaet 
but they can still be a big boost to your score The Spiders are the most common of the 
special bugs They bounce across the bottom of ths screen looking to destroy any 
unwary players They are worth big points one•^era you htt them, but thn lower on 
tha screen they get, the more they re worth' 1 • e Streakers arc worth points as well, 
but they can be touch to hit They come shooting down the screen dropping mushrooms 
in a tight lina Whan you take aim et them, keep shooting es quickly os you can-it takas 
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inn, nresi 
with a mink* 
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In the arcades. Millipede was the sequel 
to the very successful Ccntipcae. 
Because it was the sequel, the program¬ 
mers tried to make this game much 

tougher 
H rh.uith< 


With an entirely new band of insects 
comes 0 new set of tricks for you to learn. 
As the game progresses, the screen will 
slowly scroll down,revealing new sec¬ 
tions of the garden. Spread throughout the 
garden are several containers of uDT If 
you hit one of these containers, a deadly 
cloud will escape, destroying all the 
insects in the area The trick is to save the 
DDT until the millipede is nearby, then to 
use it to destroy the entire beast If you 
need to clear out the space at the bottom 
of the screen, try aiming at the Dragon¬ 
flies Each one you hit will send the screen 
scrolling in the opposite direction* 
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CENTIPEDE 

MILLIPEDE 


igyou, 
ugsare 
If you 


scs the 
Missile 
Delated 
; game, 
o fit on 
tincnts 
1 in the 
mging, 
a great 
th con- 
rGame 
ties that 
urvived 
it down 


P'S 


original, 
and they 
succeeded! 

Millipede 
has a whole 
new army of bugs 
that attack in a variety 
of new ways, a screen that slowly 
scrolls, and several new obstacles 
for players to avoid. Players can 
play by themselves, or they can challenge a friend to a high score 
contest. The two-player game has an option that lets you use two 
controllers with the Super Game Boy, so you won’t need to pass the 
Controller back and forth between turns. 

There are several difficulty levels for 
you to choose from at the beginning of 
the game, and as you progress f urther, 
more difficulty settings are revealed. 

This game is tougher than Centipede so it 
only stands to reason that it is even more 
addicting! All-in-all, this Game Pak is a 
must buy for fans of these classic bug- 
stompers. 


time fatsfjp 
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The Gome Boy version duplicates sevens cayt 
from EW J for Super NES For more help, chec 
the detailed maps for the original game in Vol 
66 and 67 of Nintendo Power 


A mean Snowman on Plenet 
Heck will try to put Jim on ice. 


Jim cen whip, areb end climb 
with his head Now that's 
using the old noggin! 


NINTENDO POWER 


It looks like the gang at Shiny i 

Entertainment has had a 


few root beers too many, 


Yep, they’ve brought 

* 

back last year’s 


JFchgfacters and related Indicia are trademarks d 
hli>y€ntertalnment ©1994-All rights reserved 
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W u N fc 


That funny-looking device hanging from Jim’s holster 
turns out to be a Plasma Blaster. To Jim’s delight, it’s 
great for making bird toast 1 Next, Jim spots the quarrel¬ 
some Queen ordering Psy-Crow, die intergalactic bounty 
hunter, to recapture die super suit It seems the Queen thinks 
it can make her as gorgeous as her imprisoned twin sister, 
Princess What’s-Her-Name. Get a grip, Queen! Jim decides 
he’s gotta find the beauteous sis. It won’t be easy. First he has 
to survive the devilish dregs of New Junk City, including 
crazed crows, morphing garbage cans and Chuck, the 
surly proprietor. As if this isn’t enough, Jim will have to 
tame Chuck’s pet dog, Fifi—a poodle with an attitude! 

GOING FOR A STRAIGHT FLUSH 

Jim is sure glad to see this toilet, 
which will flush him to a hidden 
area chock-a-block with valu¬ 
able Power-Ups. After launch¬ 
ing a grazing cow into orbit,Jim 
will climb a tower of tires. 

Yelling Cowabunga, Jim should 
hop to h is lef t and grab a ledge. A 
nearby pulley will usher him to a strung-out chain. 

Now comes the tricky part After getting to another 
ledge on the far side of the chain, Jim will have to 
climb diree wires. A quick descent takes Jim to his 
porcelain prize. Watch that worm go! 


WORM ON A WIRE 


Red marks the spot for Jim to jump and 
grab an old moose head. Then he can 
swing onto the strung-out chain, which 
leads to a wicked web of wires. Climbing 
the wires requires four quick hops. 


There’s gold in them thar hills of tires—or at least, a 
treasure trove of Power-Ups! Returning to the wire 
that led to the terrific toilet, Jim should let go just 
before he reaches the red spot. Hell slide down anoth¬ 
er wire to a cavern with a Suit Power-Up and a Mega 
Plasma charge. This special weapon leaves nothing 
but scorched earth in its wake, but Jim gets only one 



charge at a time, so 
he’ll need to use it 
wisely. 



Touch is everything in the 
tire-some terrain o? New 
Junk City Jim should let go 
only after entering the cav¬ 
ern of the hidden Power- 
Ups After bouncing out on 
the other side, he can grab 
somenormal Plasma Power 



Throughout New Junk City, 
Fifi le Stinky tries to get 
fresh worm for dinner? At 
last, Jim will get to meet the 
proprietor. Ever the gra¬ 
cious host, Mr. Charles, J 
Esquire, would like to i 
serve Jim a tasty plate of 
predigested fish. 


Unfortunately, Chuck hangs out 
just beyond renge of Jim's 
rlaama Blaster Meanwhile, e 
moving magnet drops big hunks 


Jim should whip the junk onto 
e nearby spring, where it will 
bounce up and bop Chuck The 
worm is glad to trash this 



* 
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After defrosting the Snowman, 
Jim should grab the hook over¬ 
head and swmg through the wall 
on his right to grab an extra life 


The tyrant of Heck dive- 
bombs Jim with hairballs. 
It’s a pretty dorky attack, but 
remember, even an un-cool 
cat has many lives. Jim 
should wait until the flying 
feline appears in the sky, 
then fire away with his 
Plasma Blaster until Evil 
turns into kitty litter. 


Cats may purr, but whenever 
Jim conquers a stage, he 
exclaims, 'Groouyl 


ANdYAsI Rol p§ 

After each stage,Jim warps through a wormhole to 
his next destination. Not one to be daunted, Psy-Crow 
straps on a rocket backpack and whooshes off in hot 
pursuit Snagging Fuel Pods keeps 
Jim in the race, while grabbing 
Asteroid Shields can protect him from 
the onrushing space debris. 

Jim can grab Atomic Accelerators to make sure the bad 
bird eats crow If Psy-Crow rockets across the finish 
line first Jim will have to battle him haad-to-beak. 

WHatTh* HEcK 

Next stop: Planet Heck, a place filled with mountainous 
mazes, a sinister snowman and, most horrifying of all, corpo¬ 
rate lawyers! Ruling all with an iron paw is that cruel kitty, Evil 
the Cat Jim will have to step lively if he wants to avoid a hot 
foot 

GETTING INTO THE SWING 
OF THINGS 

a shrewd earthworm 
will have trouble keeping track 
the chutes and staircases to 
nowhere. Jim will need his 
swing to grab Power-Ups and 
cross gaps in his path. 


THIS IS ONE CRAZY CAT 


The Corporate Lawyer wields e plasma 
proof bnafease Wait until he starts his 
power welk before blastinghim. 


Jim should hop on screen gems scattered throughout Heck. 
Walking in the opposite direction of the spinning stonesjim 

will find himself rising to Power-Ups— 
and Heck’s ornery residents!Jim can take 

care of the Snowman 
by whipping him into 
a puddle. 
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Jim will have to pass through the under 
water lair of Bob, a goldfish bent on 
conquering the universe! Helping 
Bob get his fiendish little fins on 
Jim’s suit is the cvcr-loyal #4, a 
cat with a mean streak a mile 
wide. Jim will have to go 
through a friendly hamster’s 
Habitrail and then race through 
coral mazes in special deep-sea pods. 


SUBMARINE SUPERHERO 

Jim can cool his Plasma Blaster during the 
marathon Pod Race. He’ll have to concen¬ 
trate on conserving his fuel 
and threading the narrow 
passage¬ 
ways of 
coraL 






vfJL 


^ ■ ■■■— — 

Halfway through the underwater maze, Jim can 
poke through a coral wall to find a secret cache of 
Kclp-a-line, the wondarfual recommended by 
earthworms everywhere 

BLUB-BLUBBING TO BOB 

Jim relies on annclidan intu¬ 
ition to find his way through 
the maze. Fortunately, you can 
plot a course f or him by using 
the maps in Volumes 66 and 
67 of Nintendo Power. 

Cruise cautiously, or else the razor-sharp coral will crack 
Jim's glass pod Get help from the Kolp- a-line caches en route. 









§ 


FeTe'S SA£E 

[im has to walk Peter Puppy 
lome-on Mars! Whip Pete- 
over the Martian canyons, or 
he’ll morph into a raging mon¬ 
ster that will suck life out of 
Jim. Seesaw platforms along 
the way make Jim especially 
tipsy. He’ll need more than a 
pooper scooper to 
handle the meteor 
showers and flying 
saucers. Beware of 
the Unipus, a one- 
armed beast that 
would like to hug 
Pete—permane ntly! 


—1- ■ 


EARTHWORM 

JIM 


srior a 

“I’ve been slimed!” cries 
Earth worm Jim. It 
seems that a nose for 
trouble has led him to 
Major Mucus, a bungee¬ 
jumping boogie man who 
will try to knock Jim into 
the grimy walls. Jim will 
"have to do the same or else he’ll fall 
into the dutches of Mucus Phlegm 
Brain, who is treading slime below 
while waiting 
for lunch. 



ThE strand- 0-meter shows just who is 
hanging by a thread Jim will have to beat 
Major Mucus in a three-jump tournament in 
which each successive jump gets tougher 

£>UTYV|vL[ 

Jim has to go where the sun never 
shines to conquer the centipede 
Queen. Af ter helicopteringdown a 
spike-lined chasm, Jim will have to 
swat bugs, mini-pedes and other 
things that go bump in the night. 
Beating Her Evilness requires 
mucho ammo. Then, it’s on to the 
Princess! 
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DO O'j'J 


grand pmzi 


A SPECIAL GUEST A 

DAVID FISHOF PRESENTS 


Kasanott, Danny Simon 


J5R5-5HSSB 


BE A VIP AT THE OffL/UWC S 

Ffy' c-iand V 00 1« the interactive vtfcWJtWsrv . 
Mortal "*.mfa* * See ch* r »cters" *n Mv *1 * ' • 

arts cf jn, G bettin ‘*e • nes in Orlando *«• meet the 


WIN MK3 FOR YOUR SUPER 


Be on* of the first to play MK3 on your Super NES when It comes 
out In October! 


Don't miss Mortol Kombof: The Live Tour! It kicks off in September ond runs through the spring 
1996. The following ifinerory lists the eorly port of the schedule. Dotes ond locofions ore 
tentotive; be sure to look for defoils on slops in your oreo in your locol newspopers. 

EAST TOUR «% wn WEST TOUR 

Utica. HV 10/3 

Ittieca NY 10/8 

Lake Plotid, NY 10/8 

Albany, NY 10/7 

Umondilo.NY 10/8-10/9 

Huntington, WV 10/11 

Johnstown, PA 1U/12 

eethl&Hnm PA 10/13 

Providence, B! 10/10 

Ct»roden<NJ 10/15 


9/29 

9/21 

9/30 

10/1 

10/3 

10/d 

W/8*t0 

10/8 

10/W 

10/11 

io/a 

10/18 

W/15 


Wood, TX 
Tyler, TX 
Fort Worth, TX 
Bailee, TX 
Monroe, LA 
Shreveport, LA 
SsnAetooio, TX 
Corpus Christi.TX 
Rnn Angelo. TX 
Odessa, TX 
Amanita, TX 
Lubbock. TX 
BPm*,TX 


Great Falls, MT 
Forgo. NR 
Minot, NO 
Roimwit, IL 
New Orleans. LA 
lefayette LA 
Uke Charles, LA 
Houston, TX 
Amlin. TX 
Baton Rouge, LA 


fi/tt 

9/12 

9/13 

9/15-0/1? 

9/20 

9/21 

9/22 

8/23 

9/24 

9/2S 


S/5-9/9 

9/8-9/tO 

9/11-1/12 

9/14*9/17 

9/19 

S/20'9/21 
9/22 
9/23 
9/24 
9/20 . 


Burlington, VT 
PooghkeepitaNY 
Wilkes Bar re PA 
New York, NY 
Cincinnati. OH 
totorolwe OH 
Cleveland, OH 
Rentier, PA 
Prttekurgk, PA 
Wheeling, WV 
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NINTENOO POWER 
PLAYER'S POLL VOL.75 
P.O. BOX 97062 A V 
REDMONO, WA 98073-9762 


-foUti J 


JJUl/3'y 


J Omrenwy itfiiii&ifr- pleas t 1 kit 
jtittri»s # wt hi pe.*& jrfarked m later 
then Si^timir t, 1195. We ir« eot 
Vssp«nsil /(• fur lost «r mi* directed 

rf* in AI 

On ii lheut Sip tonber te. *1195, WSrfr 
Mrs will M ttntfonlY dri wn from 
Ijnotg al rtp^kfr^riH. ^ epcipfir.| 
wit|*jmzed« wrrtndi* cSiif edtMfci the 
•sd of their namet, phetoiraplis, r 
itlM likened**! for thi purpose o. 
advnfi|is<iitiMt^#r primotloits or 
behalf of Nintendo Power* magazine 
or Nintendo of America let. (NOA) 

* fuither compensation, Prizes 
' re limited to one per honsobof 
Chances of winningare determined *r 

* e total number of entries receive* 

? he ratio of prizes to entry cents die 
f* ihtited is 561,000,000 No eubstitu* 
ton of pikes is permitted, All pnzee, 
win ha awarded. To receive a list of 
dnitaers, which wtli Ire available after 
September 30,1995, sandy out request 
to the address above/ \ f 4 r jL# f r J f\ I 
GRAND PRIZE. Tbe Grand Prize Winner 
will win a tfip to Orlando, Florida, to 
attend Mortal Kotnbat. The Lave Tour 
NOA will provide air travel and accent 
motfafUma for the winner and o" « 
gueat, If under 19, the Winner must be 
accompanied by a perant or guardian, 
The winner must also provide a writ* # 
release to NOA. Estimated total value 
Of all prize® Is $5,000 Exact date of the 1 . 
M ta subject to deterniination by NOA. 
Some reefrictioes apply. Valid only fn 
the U S end Canada Void where pro- 
Nfbitad by law Not open to employeee 
of NOA, Me affiliates, egenctes or their 
immediate f amilies^FWs contest fe 
subject to ett federal, State and focal 

"*•*&?* ,1 |»l 


Cketst Ortfy the tour 
*r$—9nd yotf— wiljffj 
these beauties . 1 


Nintendo P 
T-Shirts 


Power Ts for 
Power Players! 
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If you think you know EVERYTHING there is to know 
about Final Fantasy III, this challenge is for YOU!!! 
How many Genji Gloves can you collect in the game? 
Take a picture of the number of Genji Gloves in your 
party’s inventory and mail it in Can you win Genji 
Gloves from certain monsters? Can you win the Genji 
Glove m the Colosseum? If you know EVERYTHING 
about Final Fantasy III, you already know the answer! 




one in the world" can score that many on Level 9-; 
Let's find out! Meet Edward's score and pick u 
four power stamps! Beat Edward's score and wt 
give you EIGHT Power Stamps! 


Go for the Tetris on Game B, Level 9- 5 Can you score five in 
twenty-fivelmes? 


o nulU 


Ladies and gentlemen, start your engines! 
How many points can you accumulate in a 
sixteen race championship season? Take a 
picture of your point standings and send it 
in to Nintendo Power! Oval tracks are 
easy, bat watch out for the serpentine 
courses! Top point totals drive away with 
four power stamps 


Don't burn out your angme--save your best passwords 
and race toward the checkered f lagl 


Nintendo Power Staff determine the selection of printed scores Address your 
entries to 

POWER PLAYERS'ARENA 

P.Q, BOX97033 REDMOND, WA98073-9733 


Be- sure to include youraddress and Member Number on the back of your photo 
when vou send in your entry for one of our Chellennes, All entnes to the unsi enaes 
printed in this issue must be received no later than September 20 1995 toquelify for 
the Power Stamp prizes The players who best complete a Challenge will receive 
four Super Power Stamps for use towards the purchase of Super Power Supplies. 
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POWER ' 
CHALLENGE 


WHAT IS 
IT?! 


PICTURE 

PERFECT! 


& DR. MARIO 


HIGHEST SCORE ON 
TETRIS GAME A 


Busque 

Pintendre, PQ.557,4B4 

token 

5eotfie, WA.«... 381,562 


This is an awesome score and a stellar 
accomplishment. Unfortunately this 
entry was received AFTER die challenge 
deadline! Make sui e you receive the 
recognition you deserve by mail¬ 
ing your high scorem on time, 

All entries to this month's 
Arena must be 
received at Nintendo 
Power Magazine by 
September 20,1995. 


CT 794 99? 


KIRBY'S DREAM 
COURSE 

How many Gold Medals can 
you get? 

Frederic Busque 
Peekskill, NY 

Eight Gold Medals! 


Rich nailed Eight Gold Medals 
on the normal courses! Nobody 
even came close to touching 
this record. 


It'san inte rstellar a xplosion of antimatter 
m » G Class Star Cluster! No? How about a 
Sony Television? 

Before you can enter one of the 
challenges, you must first cap¬ 
ture your score on film. As many 
of you know, this can be tricky. If 
you are taking a photo of a Super 
NES or NES game, first move 
your system near your television, 
so you can get a photo of both the 
system and high score at the same 
time. Dim the lights in the room a 


Shane Holtz, Hillsboro, Oregon. Graat Photo!! 


little bit, then take a few photos 
without a flash. When you are 
taking a photo of a Game Boy, 
place it on a flat surface and take 
the photo using natural light (NO 
FLASH!). If you are using a game 
enhancement device to get your 


Jason Danell of Anaheim, California pulled off 
this shot with a flash, but made sure the 
refaction was off the scrasn. 


entry score, quit cheating and try 
again without it. 
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AUGUST 1995 


Company.Raya Systems 

/Yi Release Date.August 1995 

Memory Size.,.....S Megabits 

Raya Systems latest Health Hero game helps 
asthma sufferers learn how to breathe a lit¬ 
tle easier. 

San Saurian, a plan- 
ct inhabited by 
dinosaurs, became a 
^^■1 very dusty place 
^^^H when a giant mete- 
oritc slammed into 
it. A giant wind 
I fl| machine was built to 
clear the air, but bad 
Mr Rcxo stole many 
■B of tin pieces and hid 
them away. Now, Bronkie and his friend, Trakie, must 
explore San Saunan and find the missing pieces while- 
managing their asthma conditions. Raya System s 
Health Hero series combines health care lessons and 
quizzes with videogame action. The action m Bronkie 
is a bit better than in < 

prt v i» <us gum s such k 

as Rex Ronan and s» » % ■jLlTH * 

Packy and Marlon, ^ 


) c mrm Company .............Nintendo 

\j£/ 13 Release Date..July 199 S 

HI Memory Size....... I Megabit 

Relive the early days of video-mania with 
two classic arcade games in one Came Boy 
Game Pak. 

Nintendo’s Arcade Classics series for Game Boy and 
Super Game Boy kicks off with two of the all-time 
biggest hits—Asteroids and Missile Command. 
Although simple by today’s standards, the classic play 
value of both of these games is just as good now as it 

was when the games 
* debuted in 1979 and 

JHhH^BBHI I 1^81. The Super 

I Game Boy enhanced 
H t . HI 1 1 versions of the games 

la * • \ i rl| T include borders that 
H * H I look like the original 

■ Asteroids, an updated 
graphics option with 
more detail in the ship and asteroids. The arcade 
sound was also included beep-for-beep in the Super 
Game Boy versions. Missile Command includes a two- 
player alternating option while Asteroids features a 
Difficulty selection option. Nintendo Power goes 
back in time in this months Arcade Classics review. 

© Classic games that you can take on the road or play 
with Super Game Boy Very true to the originals 

O No updated Asteroids screen with a dark background 
No updated Missile Command graphics option 
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.Square Soft 
.August I99S 


Company...... 

Release Oate 
Memory Size 


CHRONO TRIGGER 


ers to learn about asthma in a familiar video game 
setting. 

Useful lessons about asthma 
Simple game play Repetitious graphics 


me 


CiNTIPEDE/MILLIPEDE 


Company....Nintendo 

Release Date.August 1995 

Memory Size«..««! Megabit 


V* 

This is one Game Pak that is filled with 
bugs...and Nintendo likes it that way. 

Centipede and 
Millipede are two 
more Arcade 
Classics that have 
been converted 
and put into a sin¬ 
gle Game Pak for 
Game Boy and 
Super Game Boy. 
Both games pit 
you against an 

infestation'of spiders, bees, beetles, and segmented 
crawlers like centipedes and millipedes. Y our job, as the 
ultimate video exterminator, is to blast them all before 
they reach you. Each game has an enhanced Super 
Game Boy border that looks like the original arcade 
game from the early ‘80s. The games also feature multi¬ 
ple levels of difficulty and two-player alternating 
options using either one or two controllers. On a regu¬ 
lar Game Boy, the two players just pass the same Game 
Boy back and forth. Accolade, the developer of the 
game, did an excellent job recreating the arcade look, 
sound and feel. Fans will think they’ve warped backin 
time. 

O 
a 


I7VT -t 


Festplay Quick to leam Two-player option. 

Doesn't have the variety of the Asteroids and Missile Com 
game Both Centipede and Millipede are very similar 


The best RPG team in the world just got bet¬ 
ter and Chrono Trigger is the stunning proof. 

Square Soft continually pushes back the boundaries of 
role playing with their epic offerings. Chrono Trigger, 
while borrowing many elements and themes from ear¬ 
lier Square games, sets off on its own bold course and 
brings the RPG experience closer to the mainstream 
than ever before. The game takes place in many periods 
of history with the hero, Crono, warping back and forth 
in an effort to save the world from Lavos—a planet-eat¬ 


ing parasite that ranks up there with the most vile villains 
known to gaming. Crono travels with two friends at a 
time to periods ranging from 65 million years ago to 
hundreds of years in the future. In each of these worlds, 
events must be set in motion by Crono and his cronies ui 
order to save the planet The companions ai e an enter- 

taming bunch that 

^i 

k. pl.ut m th.it 

va-w. although they 
aie menu-based 
like battles in Final Fantasy. Dozens of minor characters 
play a role in the game, giving aid and information to 
your hero. You’ll also 
find puzzles, remi¬ 
niscent of games 
such as The Legend 
of Zclda: A Link To 
The Past. Cinema 
scenes sometimes 
take the form of a 
character play where 
the computer takes 
over the action, but 

in many cases the sto¬ 
ry unfolds as you move Crono around die setting. As for 
graphics and sound, Chrono Trigger sets a new standard 
for RPGs. With ten endings, multiple pathways for the 
action to follow, hundi cds of weapons, items, spells and 
techniques to mastei plus possibly the best story of any 
RPG, Chrono delivers in every category. Don’t miss our 
first Epic Center strategic review this month. 

Excellent graphics, depth, sound, replay value Battery backed-up 
memory with three slots 


You'll be spoiled for every other RPG 


Q 


Company...Playmates 

Release Oate...... August 1995 

Memory Size.......2 Megabits 

The world's most heroic worm returns to 
action, this time on Game Boy. 

Playmates’ 
Earth worm Jim 
good on 
Boy just as 
it did on the Super 
which is say¬ 
ing a lot. Expect 
seven levels of 
blasting 
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platform and shooter act ion that follows the 16-bit lay¬ 
out closely except for the absence of a few stages. 
You’ll experience all the thrills of cow launching and 
battling Major Mucus You’ll also experience all the 
frustration of Earthworm Jim’s play control that 
requires ultimate precision and lots of patience. The 
Practice option included in the game doesn’t help.Jim 
fans won’t want to miss this month’s review. 

Good graphics. Wild sense of humor and varisty of game play 

Play control is loose and difficult, just as it was on the Super NES 
No password 




GALACTIC PINBALL 


V 


g Company.Nintendo 

Release Date.August 1995 

Memory Size......8 Megabits 

Bumpers and bonuses take to the stars 
with this 3-D Virtual Boy pinball game 

Galactic Pinball 
combines tradi¬ 
tional pinball play 
and feel with a 3-1) 
element that keeps 
the puck (not a ball) 
flying at multiple 
levels. The four 
main boards 
include Cosmic, 

Colony, Alien and 
UFO, each with unique board layouts, bonus opportu- 
mties and flipper setups. Starting out with three 
pucks, your goal is to keep each puck in play while 
racking up interstellar scores. Some bonus options, 
like the Comet in Colony switches the game mode to 
target shooting for a limited time. The Flying Bonus 
in UFO offers you a limited time to shoot the puck 
mtoa designated bonus slot la thiscase, if you sink the 
shot, a center post pops up to keep the puck in play. 

Cosmic features 
three flippers and 
an asteroid that 
moves back and 
forth in the mid¬ 
dle of the board. 
One of its special 
bonuses is Cyber 
Roulette, which 
can earn you fab¬ 
ulous prizes like 
extra bonus ops. 
Alien is a lugh-scormg, four-flipper game featuring 
3-D pathways if you lm the right hole. For the full sto¬ 
ry on Galactic Pinball, turn to this month’s review. 

Good variety Cool sound effects. 

The 3-D doesn't add much to the way the gams isplayed No 
battery to save high scores 


U 


3 Company .............Acclaim 

Release Date.July 1995 

Memory Size.......2 Megab 

Justice rules when Judge Dredd comes to 
Game Boy. 

In the third millennium, society has all but fallen a[ 
Justice is dispensed by Judges who roam the wild citii 
with the power to sentence and execute criminals. Based 
on the Sylvester Stallone movie of the same nameJudj 
Dredd for Game Boy puts you in the role of one of the 
law-bringers. The 

platform game "" ^r-rrrr 

plays a lot like the 
Super NES version, 
but there are diffcr- 
encesin the maps 
and fewer stages. 

You can blow away 
bad guys, but you 
might want to arrest 

them instead. After __ 

all, that’s vour job. Collect weapons and items as you 
progress through horizontal and vertical scrolling ai easj 
Computer consoles along the way update you on yow 
mission’s progress. Nintendo Power lays down the law 
this month’s review. 

Lots of actioa Passwords 

9 Mo Super Game Boy enhancements Slow frame rate 


c 


Company.Nintendo 

Release Date .......September 199S| 

Memory Size .—...8 Megabits 

Mario clashes with his old koopa enemies in 
this Virtual Boy platform puzzle game. 

Mario Clash clearly demonstrates the wonders ani 
strategies of 3-D gaming on Virtual Boy. Based on th( 
early Mario Bros, arcade game m which Mario jumpel 
between three levels while avoiding koopas and other 

enemies, Mario Oar 
adds a layer of depi 
that will keep playet 
moving and thinking 
in three dimensioi 
rather than two. Nctl 
only can Mario raw 
between front anil 
back areas via tht 
pipes, he can stomp 
koopas and use their 
shells as weapon?, 
throwing from front to back and vice versa. As yos 
piogiess through the stages, the number and variety of) 
enemies increases and the time limit seems to work 
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against you. 
Although Mario 
Clash plays much 
like a platform game 
in many respects, it is 
also something of a 
puzzle game like 
Tetris, except yon 
must play in a three 
dimensional field. 





o 


Good use of 3-D capabilities of Virtual Bov botbin graphicsend 
game strategy 



Could use more complexity and bigger variety of settin 
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Company.............Nintendo 

Release Date .......August I99S 

Memory Size.4 Megabits 

Tennis, anyone? It's game, set and match for 
Virtual Boy with Mario's Tennis. 

Tennis in Virtual Boy 3-D brings a more realistic tennis 
experience to home players than is possible on television 
monitors. This is the pack-in game that comes with the 

Virtual Boy game 
system. Why tennis? 
Tins game combines 
an easy learning 
curve with lots of 
action, plus it has 
some of the most 
famous characters 
from the Nintendo 
universe. The play¬ 
ers include Mario, 
Luigi, Princess Toadstool, Yoshi, Koopa, Toad and 
Donkey Kong Jr. You can play singles or doubles as a 
one-player game in either Single Match or T ournament 
Mode. You can also select the number of sets you want to 
playper match Each of the characters moves or hits with 
some special skill, so playing the Tournament with dif¬ 
ferent characters makes for a new challenge. Even 
though the characters are based on Nintendo heroes 
rather than tennis 
stars, the actual play 
includes all of the 
moves you’d find on a 
real court. The 3-D 
aspect gives you a 
realistic perspective 
when you rush the net 
or play the baseline. 

Real tennis strategy 
comes into play, as 
well, calling on players to mix their shots, from lobs to 
winning ace serves. Head to center court in this issue to 
catch our Mario’s Tennis review. 


pons, 
is you 
iety of 
i work 


Excellent tennis action and play control Fun 
characters Sinales and Doubles 


characters Singles and Dou 

9 No two-pleyer option 


NINJA GAI0EN TRILOGY 



m 


Company......Tecmo 

Release Date.August I99S 

Memory Size....... 12 Megabits 

Ryu Hayabusa returns to avenge his father in 
the classic ninja action series from Tecmo. 


Ninja Gaiden, Ninja Gaiden II: Dark Sword of Chaos, 
and Ninja Gaiden III: The Ancient Ship of Doom- 
three classic games for the NES—have come to the 

Super NES from 



Tecmo. The games 
arc virtually perfect 
duplications of the 
original 8-bit games. 
Enhancements to the 
sound and graphics 
arc hardly noticeable, 
and we couldn’t find 
[any new hidden 
secrets. The game 


play and stage layouts are as close to the original 
games as you can get short of dragging out your old 
NES. This can be seen as both good and bad. Good 
because the original games were great action games, 
but bad because there’s nothing new and no surprises. 
As for the game play itself, Ryu runs, climbs, and 
jumps through horizontal and vertical areas, picking 
up power-ups until he meets up with the guardian at 
the end of the level. Nin ja Gaiden was the first game to 
use cinema scenes to tell a story between levels. Today, 
theemema scenes may seem simple,but they were rev¬ 
olutionary in their day. This is definitely a game for 
players who haven’t played Ninja Gaiden at all or who 
want the complete collection. Take a closer look at this 
step into the past in this issue. 


Great action andgamedesign Challenging Passwords 


The original controller setup seems abit awkward on the Super 


NES Controller No new features except for the pass' 
Graphics don’t live up to current Super NES standards 

4 


passwords. 


PHANTOM 2040 





3 •U fijtt Company ..... .......Viacom New Media 

Release Date.August I99S 

I 1,11 Memory Size....... 16 Megabits 

Another comic hero comes to the Super NES 
with lots of style and some serious toys. 

The Phantom’s 
motto is, “Someone 
has to care.” That 
_ someone will be 
V you once you pick 
I up this fast action 
■ game f rom Viacom. 

Based on the comic 
I book series starring 
£ The Phantom, the 
game takes place in 
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include Ryu, Guile, 
Zangief, Ken, Chun 


Nintendo 
August 199S 
8 Megabits 


Company. 

Release Date 
Memory Size 


TELFROBOXER 


iy...Tecmo 

Date ..••..July I99S 


SECRET OT THE STARS 


Metropia, a city under siege from a corporate criminal. 
Excellent cinema sequences tell a comic book tale of 

greed and destruc¬ 
tion, but if you pre¬ 
fer the shortened 
summarized ver¬ 
sion, just switch to 
that option. The 
character of the 
Phantom has great 
versatility. He runs, 
jumps, spin jumps, 
and climbs walls 
with the Induc¬ 
tance Rope. In all, the subscreen lets you choose between 
13 weapons ranging from homing missiles to a 
boomerang You can also pick up shields and invisibility. 
Once you’ve cleared an area, you canretum to it later, giv¬ 
ing the game a non-linear feeL Metroid f ;ms won’t want to 
miss our Power review m this issue. 

Good play control Lots of moves and weapons. 

© Map layouts can be confusing Character animation is stiff 


Release 
Memory 


A long quest to become an Aqutallion 
Knight leads to danger and adventure. 

At one time, Tecmo 
contemplated call¬ 
ing this Tecmo 
Super RPG. That 
should tell you 
something. Secret 
of the Stars is a 
generic RPG that 
borrows heavily 
from previous 
games including 
the Final Fantasy 
and Dragon Warrior series. The story involves a long 
and perilous search for the Crest of Stars. Along the 

way you’ll fight 
monsters, find 
items, visit towns, 
equip yourself 
with better 
weapons and 
armor, then do it 
all again, and 
again. That's the 
central pattern of 
most RPGs, and 
Secret of the Stars 
doesn’t deviate from it by so much as an inch. For 
those RPG fans who can’t get enough of their favorite 
style of game, Secret of the Stars may be worth the 


investment in time, but many players will find the 
graphics and game play to be a step backward from the 
standards set by Final Fantasy 111 and the upcoming 
Chrono Trigger. This month’s Epic Center scrutinizes 
Secret of the Stars. 

c* A long game (more than 50 bioursl Lots of hidden 
items 

Nothing new Simple graphics thet would look at home on the NES 


STREET TIGHTER 11 


| 

%, m| Company...Nintendo 

AAA Release Date.August 199S 

4// m Memory Size.4 Megabits 

The classic that started the fighting fad 
makes a hit on Super Game Boy. 

Street Fighter II looks 
amazingly good on 
Game Boy or Super 
Game Boy and the 
play control feels sol¬ 
id. The nine world 
warriors in the game 
include 


Sagat and, if you defeat all the rest, M. Bison. Two-play- 
ers can square off using two options, either link two 
Game Boys or use a Super Game Boy with two 
Controllers. Either way, the action and moves are taken 
directly from the arcade classic and Super NES games 
with some reduction in the number of moves. 

sequences have also 
■ ■ been modified to 

^ ■ Super Game Boy 

players will find that 
the colorful, en¬ 
hanced borders 
change with each 
tournament loca¬ 


tion. 


Good graphics. Simplified controller sequences 
GameBov 

9 Slower then Super NES versions Not all characters ere 


Good use of Super 


included 


Memory 

The boxing game of the future is here today 
on Virtual Boy. 

Teleroboxer takes you into a futuristic boxing match 
against robots and people who are powered up in their 
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cybersuits The first- 
person perspective 
gives you a view of 
your opponent from 
the waist up. You also 
can see your gloves in 
front of you. Game 
play feels a lot like 
Super Punch-Out!! 

You can dodge to 
either side, hit high or 
low, block and use special moves. Learning how to out¬ 
wit the computer opponents can be challenging since 
the action is fast and the AI is unpredictable. There are 
eight boxers and three memory save slots for saving 



your progress 
through the tour¬ 
nament. This 
month, Nintendo 
Power slugs it out 
with this brain-rat- 
tling game. 



9 

9 


Challenging Interesting opponents with super moves 
Battery-backed memory 

Needs more boxers Can’t choose to bo a different boxer 
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If you like the same types of games as one of our 

Power editors, then check for his or her seal of approval above 

© Scott 

* Jon 

Sports, Simulations, Adventures 

Fighting, Simulations, RPGs 

★ Leslie 

% Dan 

RPGs, Puzzles, Adventures 

Action, Adventures, Puzzles 

•At Jeff 

☆ Terry 

Action, Sports, Fighting 

RPGs, Simulations, Sports 




These Independant Digital Software Assoc, rat¬ 
ings reflect appropriate ages for players The cat¬ 
egories include EC--Early Childhood, K-A-Kids to 
Adults, T-Teen (13+), M-Mature(17+}, 
A=Adult(18+), NR=No Rating To contact the IDSA 
regarding the rating system, call 1-800-771-3772 
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Enormous monsters 
with unquenchable 
appetites for blood¬ 
shed and fighting 
the domination rtf the 

S is fhe basti idea of 
A^trrner^sj PnVrral 
finished ver 
fkst sfornped'inlc 


town ^nd we were feeling a bit hungry, sfc ch 
Super "4ES version faithfully recreates the iobjl 
arcade game. You'll slash and chew using one oil 
acters: Sauron, Talon, Vertigo, Blizzard, Chaos 


^al liour^pponent. Coo 1 
taste haS noftring to do Wit 
it Primal Raaet in thenar 
looks pret<g^fetf; although 
ing isn't nearly as 
complex or challenging as Kl 
or MK3, On the other hand. 


there's a 

weird appeal to the 
characters, and they are 
something different, 
Too bad they/Bjiw'Cget 
the Barn 

Primal Racjo.V uld 
thump into y6d* \o • n in 
Septem^&jlt the 
media bfita»iTfi ime 
Warne rhay^^p. long 
before 


108 NINTENDO POWER 






















THE FSEHTING EnSTIOil! 


Tine 


VOLUME 75 109 


NEWS 


USA, capcotn has ^ 

Choice video gsm j ‘ schedu 

—“ d from capeem^ 

2 should come ou 
October. Mega tv 
Heroes (a W' 
leased later in th 
Man 7, Or. Wily 


\wesome news 
Super NES continues 
result, the two gam< 


with two new 
Breath of Fire 

probably by 
and Marvel's Super 
title) Will be re. 

As for Mega evemuai v., 

he planned for prepared e 

hands °’ ® pofhS robots 
escape with the help hi5 t 

Blue Bomber inds famsel ^ ^ 

back on the trai I. j* . versU 

I = 23 ssk 

1 ,calm .T^e which stage toe, 


Prom 




















Iden football game will take the Game Boy 
^vhen Madden '96 debuts in September, 
andrtrue formula for selecting and running 
rip nlV f nsp brings a familiar interface that 

louis, Carolina and Jacksonville 
jJPy^f)d^d teams, but there is no NFL 

player can play exhibition or 
head-to-head. When 


license oi%r he 

— - — _ __ j|m season modafif 

we this TO 

of the Super ■ 

mode. It also looks good on the regular Game BoyT 
and easy in either case with a simple one-button 
except for passing. The players may look like slidd 
down there on the turf, but the blimpeam view lefl 
of the field for passing. This game will be a defin^ 
when it gains pro eligibility this September. 


(fflyers can go 
ffound lots of stats and a good use 
enhanced BMMnrvH 

trol nice 

| interface 1 j• 

i? ants way Va nil ■VRII 

2 b ig chunk J E^rfSly 

nQlLUIUItC umJi is ) ft * ' •* : 
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Killer Instinct is looking great on every Nintendo system, from 1 

the arcades to Game Boy. The Super Game m. ^ rf rr 

11 ^ ""' Boy enhanced version of Kb _ j gJ f 

— ~ ~ rr may not b ave the awesome " 
l ^TO graphics effects of its powerful siblings, but it does have quality game 


play, and that's the most important aspect of any game. That isn't to say 
that Rare didn't accomplish a few graphic miracles in the development of 
this game. Somehow they managed to convey the 3-D feel of the fighters 
and it looks good in both the B&W of Game Boy and the color of Super 
Game Boy. (Still shots just don't do this game justice.) Game Boy Kl features 

all the char¬ 


s'- p- fully rendered graphics like the Super NES and arcade games 

acters, many of their special moves and two-player action 
r ~ for both Game Boy (with a Game Link con- 

nector) and Super Game Boy. Rare did a great job of mak¬ 
ing the moves feel fast and tight, which isn't easily done 
with limited frames of animation and complex figures. This 
four megabit game features some of the best music we've rr—- 

’ t r~y ever heard for Game \ ^ _ 

—^ r-- Boy, as well. This is one killer I 

TOrv S Pak. Watch for it in November. 1 









































Software Creations puts its profes- Uj 
sional touch on another knockout || 
license for Acclaim—Foreman For ££ 
Real. This Game Boy entry in the 
world of video boxing features heavy¬ 
weight champ, George Foreman—the 
original Although onge again Acclaim 
i doesn't make use^Ftthe enhanced 
Super Gahie rl!J|jfcM»>reman looks I 
I pretty sftafp qr\ eftjfet p^jB onaU or I 

1 large screen, TjVcaty_lightefS In nil I 
| contest thcnelvywetght belt, / 

2 eathjrnth Ms own un' • e I 
Jtt erttths and weaknesses ; f 


n V HHli! Real Monsters game is based on the 

if Kickeloaeo^jpjh^ ahd '^ turc%ickis, bblina and Krumm in a plat- 
I form type action'game that makeSuse of all three characters at the 
F same time. The three youngmomt^set off on 
' the pursuit of some delightfully tasty tidbits of \JT*f 
trash for their midterm exams at the Monster ” •'*»*•*** 
Academy. Like the three heroes in The Lost Vikings, M fcW 

the monsters must work together to accomplish Wy* / 

their tasks, like reaching new heights by climbing on ^ fcSrXj 

the shoulderyjf their pals. 

KJW The graphics and music are 

^ SIK showcasestuff* l£rViacom m 

(Y J jnd thtoLwcami'Ol IS u-rv IX M* 


searcnniHK 
item. Thf^PHl 
platforip&mqjj 
eningfjdrun, anP 
be avapjaMe by O 


another 
s fright- 
_ should 
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WATERWORLD 

According to Waterworld, the future is going to 
be a very wet place. In this post-apocalyptic, 
sci-fi adventure, 

Kevin Costner 
stars as a man 
who may not be 
able to walk on 
water, but he 
has to live on 
the stuff, along 
with atollers 
and scumbags 
on jet skis. What better subject could there be 
for a company named Ocean. The Super NES 
game based on the movie will differ substantial¬ 
ly from the Virtual Boy game showcased this 
month in Power. This is more of an action adven¬ 
ture while the Virtual Boy game is a 3-D arcade 
shooter. 

THEME PA 

Here's a game that has raise?k$o«e eyebrows in 
the PC world and will be raj^pgjeven more in 
Europe where Ocean wiji.refe.ise it for the 
Super NES. The ike SimCity 








with ferris whee 
amusement 
attractions, fa 
they see, t 
show p 

in b 


:o 


an 


Oi 


<*■ A 


!9 f° r 
to hel 


a small 
idway 
e what 
'park. Animations 
in the park, trying 
ooms and thinking 
auge the reac¬ 
tion to your 
attractions. 
You control 
every detail 
from ticket 
prices and 
researching 
new attrac¬ 
tions to the 
amount of salt 
on the fries. If you make enough money on your 
park, you can start over in another location 
somewhere else in the world. Although the 
Super NES version has been simplified a bit from 
the PC game, the depth of involvement will keep 
sim fans in the fun house for a long time. Ocean 
of America has since decided not to bring out 
the game in the U.S.A., feeling that it may not 
have a large enough audience. If you disagree 
with that, let Ocean know. We have. 
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MIGHTY MORPHIN 
POWER RANGERS 
THE MOVIE 

The Power Rangers throw themselves back into 
action on Game Boy with a Super Game Boy 
enhanced title based on this summer's movie 
The action game follows the basic pattern of 

previous MMPR 
games with fairly 
simple game play 
irwOtVWg 
baddies, and tr, 
fawning fij5m Tien 
to'langerwh^fi 
Ubvgrrmg gets 
tough. If you can't get enough of zordification, 
look for this gam® to be, released next month. 

Oil 

,/nlies to tiety <tfie pundits by 
l number of 16-bit titles to be- 
he latest m 

to acquire Spawn, a game that 
ed to csw^e from Sony Ima 
stepped Qut^f tHe^jctwa R>it develop- 
ment.jBpawj>iJrajte 
on thqt^wc cook 
series, will feature 
hard-hitting action 
with pretty good art. 

The Wrestlemania 
mania continues this 
fall with WWF 

Wrestlemania: The Arcade Game featuring a host of 
new moves and two hosts, Vince McMahon and 
Jerry 'The King' Lawler calling the play-by-play 
in the ring. The new moves include double pu 
ishing moves, new special attacks for each cha 
acter, combos of up to 21 hits and new finishing 
moves. It should be awesome. 

If WWF isn't what you call a sport, Frank 
Thomas 'Big Hurt' Baseball should reach the ball¬ 
park by October. The White Sox's slugger stars 
along with MIBPA players in a traditional base¬ 
ball game. Although the most recent version we 

saw was still pretty 
rough, the design^ 
team is takin 
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FANTASY on 


■Nintendo Ult 

4 _✓ * r * 

'fas fit, foot a 

Graphics Jfic, 


^nln she solves^puzz 
yaoie may have your# 
see the box on thatfelf 


the same name, a 
but playable 


bacfflafr 


j e 


ion. 


Flights Of Fantasy, an ■independent tele _ 
program that showcases NjmpfrtKT video 
games, has been on the air tyv 

years, although you may of it- 

The bi-weekly Ij^shojk' Is sated- , , 

lite di stri but lOijj^iMCb'means Ahat the only 
way for many p^ptelo rece'ndrit is,direc t j 

'**sa teltite. In New ^grk City a public acces ■ 
nef show apd abodf-60 cable sfat i on? 

cTbtei^ “ 

chance, tun 
the Irejtcraof 

r '-'T t ^ e " // , 
pired some fatv r / 

f*-. % 


BRIEFS 

/, Bfc&ey Interactive didn't have a lot to show us 
of Pocahontas, but what we did see showed 
promise. A non-playing demo proved that 
Disney's ani¬ 
mation magic 
is just getting 
and bet- 
the 
design 
ds 


platform hopper. The character will 
gaining abilities from forest friends 

to help them. The 
but when you 
this December, a lot of 
to find it hard to resist. 
Disney's television series of 
also looked good in an unfin- 
version we got our claws on. 
can crawl upside down, you 
slash and look like the devil on a 
Is this Disney or Buena Vista? 

Nintendo Power Source's 
beginning in August. Log onto 
use the keyword NOA to reach the 
site in cyberspace. Not only will you 
clubs and reviews, you'll get the 
Nintendo Power before we 
hard copy. 


AAAHHH! Real Monsters 
Batman Foravar 
Battletech 
Big Sky Trooper 
Boogerman 
Breath of Fire 2 
Castlevama: Oracula X 
Civilization 
Cutthroat Island 

DorteyKong Counb'y2:Di±fy’s Kong Quest 
Doom 

Oragon: Tha Bruce Lee Story 
Earthworm Jim 2 
FireTaam Ftogua 

Frank Thomas: “Big Hurt” Baseball 
Gargoyles 

Izzy s Quest for the Olympic Rings 
Killer Instinct 
The Mask 
Mega Man 7 

i i. j _vn 


Fal'95 
Fa I *95 
FaL'95 
Fa P95 
Fa I'95 
Fa I'95 
Fal'95 
Fa I '95 
Fal'95 
Fal'95 
Fal'95 
Summer ‘95 
Fall '95 
Summer '95 
Fa I '95 
Fal'95 
Fal'95 
Summer '95 
Fa I '95 
Fal'95 

r“_ii inc 


v¥iiuu<n« i .w. 

Yoshi's Island; Super Mario World 2 
Zoop 


I Ull UAJ 

Fall'95 
Fall '95 


Golf 

Jack Bros. 

Panic Bomber VB 
Virtual League Baseball 
Vertical Force 
Wario Cruisa 
Watarworld 


Aladdin 

Asteroids/Missile Commend 

Centipede/Millipede 

Galaga/Galaxtan 

Earthworm Jim 2 

Judge Oredd 

Killer Inatinct 

Mortal Kombat 3 

Return of the Jedi 

Street Fighter li 

Zoop 


Fall '95 
Summer '95 
Summer '95 
Summer '95 
Summer '95 
Summer '95 
Fal '95 
Fal '95 
Fal '95 
Summar '95 
Fall '95 
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COMING NEXT ISSU 

SEPTEMBER 1995 VOLUME 76 

DO YOU HAVE THS 
MSTMCTT 


The title that every fighting 
game fan has been waiting for is 
coming home! You may be one 
of the best players'around when 
it comes to the arcade game, 
but you’d better check out this 
article if you want to master the 
Super NES version. ^ 


DONKEY KONG _ Kt 
COUNTRY 2: o^tst 


Diddy's back and he's 
brought along a new 
friend, Dixie Kong. 

Check out the the graph¬ 
ics and game play that 
out do even the original 
DKC! Don't miss out on 
this incredible issue. 


Virtual Golf 


Red Alarm 


DOOM 


Castlevania; Dracula X 
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XWteHTMARt TH<S HALIOWSSN 


SIXTY M<N7/Kttt.« CARDS 
STRAIGHT fROM THS fACTORY 


f(Jt.G<?RS NSV« *A$ A 8A 
HA<R DAY-WHY - OU-' 'OU? 


Only Power subscriber* bate it! 
Cheek out all the hot itews in 
the latest Super Power s 
. Supplies Catalog 

Sapcr Fewer Sapplics 


&S5 PAJMf IK- 
•HAM-/PMOS5 
RtNG AND A 
tCT COOtfR. 
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BACK ISSUES 


Them Nintendo Power Imu»« are ovollabl* indi¬ 
vidually Add them to your toll Action I They con¬ 
tain the following exciting revinwi. 

Volume 60 (May '94): Super Metroid, The King 
nt ilie Dragons Joe end Mat 2 i Super NESl. The 
Jcisuns Invasion of ihe Plamci Pirates The Sporu 
Scene Spectre Knights of the Round. Solitaire 
Funpafc Black Bass Lure Fishing Bonk's Adventure 

Volume 61 (June '94): Disney i Beauty and the 
Be im FireStnkcr Clay Fighter Tournament Edition, 
SptU Mi Fang. StomMasiers Fatal Fury 2. AS F* Air 
Strike Pairol Super Loopz Illusion of Glut preview) 
Donkey Kong (Game Boy). Monster Max Slop Thai 
Ruuih 

Volume 62 (July '94): Super Street Fighter 11 
Briaih ol Fire Disney's The Jungle Book, Liberty or 
Death 1 cins 2 Double Dragon V. Tjrznn (Game 
Bov) Space Invaders Jeopardy S pons I 

Volume 63 (Aug. '94): Slum Race FX. Lord of 
the Rings Vol I King of the Monsters 2 The Death 
anil Return of Superman An American Tale Fievcl 
Goes West Sonic Blasiman 2 DisneyX Beauty and the 
Beasi (NHS). Cool Spot (Game Boy). Itchy & Scratchy 
in Miniature Golf Madness* Kobo Cop vs The 
Term mat or I Game Boy) 

Volume 64 (Sept '94): Mortal Kombai U Super 
Bnmhunian 2 Pocky & Rocky 2 Bbcklhgme 
Acrutii7 Supersonic Vortex She in x Revenge T«- 
Mauia I Garni Boy) The Making of Donkey Kong 
Cnttiiin Kilkr Instinct Preview 

Volume 65 (Oct. '94): Super Punch Out" Rnal 
Fiiiusc III Maximum Carnage Mighty Morphin 
Fewer R.mgers I Super NFS) Pai Man 3 Illusion of 
Gaia ttraiu Lord Mega Man V(Game Boy). Mortal 
Knnibat III Game Bov) Yogi's Cold Ruxh. Donkey 
Kong Couui ry preview Cruit'fl USA preview 

Volume 66 (Nov. '94): Donkey Kong Country. 
Sparkstir Dirthwnrni Jim Final fantasy 111 Indian# 
Junes Createxl Advcniurcs Super Adventure Mont II. 
Wild Snake Cnniru The Alicu Wars iGanvc Boy) 
Killer Insiinit preview Mortal Kombai 11 codex 

Volume 67 (Dec. '94): Dumon Cresi, 

F mlnMimi Jim Am ihe Kamikn/c Squirrel Super 
Return ul the Jedi Umruccrs. Tin Star Wano x Wood* 
(NES) Samurai Shodown (Game Buy I Wnno Blast 
|Game bnyl Casino Funpatfc I Game Boy) 

Volume 66 (Jan. '95)- The Lion King. Rohouck. 
The* AdvmiuriMif Batman A. Robin Pnfall The 
Mayan Adventure Sireci Rnccr Slur Trek Starflcet 
Academy Ammanucs NMA Jam |Gamc Boy) Daffy 
Duck The Marvin Missions. Madden 95 (Game Boy) 

Volume 69 (Feb. '95) Mc^a Man X2. Kirby s 
Da am C nurse Flic Li<iu King I Part 21 Sports Scene 
Wolverine sc.iQuesl DSV Desert Stake Return io ihe 
Gull (Game* Buy) Super Punch Out", Donkey Kong 
Land preview 

Volume 70 (Mar '95): NBA Jwn Tournament 

CiTitmn Mi l il Warriors Speedy Gonzalez Tetris & 

Dr Mann Haganc The lucrcdible Hulk Bubxy 11. 
King Arthur & The Knight* of Justice preview. 
EurthBouud preview 

Volume 71 (April '95)- StaiGaie Spider-Man 
21a Animated Senes Addams Family Values The 
I .mu Kmg Sports Scene Mano x Pieros# NBA Jam 
Code Spenal Latest News on the NU64 Domini 
Bucks Seert*1 of Evermore 

Volume 72 (May '95): Kirby's Dream Lund 2 
True I ns Justin League Task Force The FlintMones 
Warlock Pnrkv Pig v Haunicd Holiday Fatal Fury 
Special PGA European Tour Mortal KomKit 3 Sneak 
Preview. X Band Modem Nintendo Power Online 

Volume 73 (June '95): WeuponLord. 
EarthBiiund Siar Ink Diep Spua* Nine DirtTrax 
FX Super Tumuin 2 Prchisinnk Man Jungle Strike 
|Garni* Bnvl Riscnl the Phoenix SNES Killer Instinct 
Suuk Preview Virtual Buy Life Fitness NU64 
revculiil 

Volume 74 (July 95). Donkey Kong Land, 

Juilm Druid Niisferatu JuugleSlnkc Animamacs 
Pnvur Ins I mil SCAT K ATS Pmvir Rungcrs-The 
Miivii World Heroes 2 Jel t Report ACM 
Pmgrurnnuug Spurts Scene RPGs in Japan 


Use the Back Issue/Tip Book Order Form in 
this issue to order past Nintendo Power 
issues ond books, or call aur Consumer 
5ervice department ot 1-800-255-3700 to 
order by phane with Visa or MosterCard 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



